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among software houses. 
Educational software houses 
bemoan the fact that there is no 
profit to be made in this 
market, and judging by this 
government's performance, 
there won't be much hard cash 
flowing from the treasury 
coffers, 

So where’s the money coming 
from? As Andrew Welham of 
Penguin pointed out, unless the 
government is prepared to 
invest some money, it’s a losing 
business. No company is 
prepared to invest time and 
money with no return. 

Like the cervical cancer 
gereening, projet, where local 
health authorities are required 
to find the money to 
computerise their systems from 
within their own resources, 
have the sneaking suspicion that 
the government won't 
handing out special grants. 
Instead, money which is already 
allocated for books and other 
materials, will have to be 
appropriated for software. It 
seems highly improbably. 

Neither nurses nor teachers 
fare happy with their salary 
systems. With the current 
tightening of belts and slashing 
of resources, seems 
hypocritical this 
government what, 
‘on the face of it, seems perfectly. 
reasonable, p — and 
then not be prepared to 
their money — or rather, Out 
money — where their mouth 
is. 
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Wally aid 


Mikro-Gen has come to the aid 
of frustrated Everyone's a 
Wally players. Starting on May 
1 a. Telephone Tranquiliser 
service has been oating on 0334 
$6447, issuing relevant clues to 
Mikro-Gen’s games. 

Miter those who. can't afford 
the 10p for a call, here are some 
clues to help you with Every- 

sa Wall 

oy hat should Wilma do when 
she has read the books? Dick 
Should visit the zoo but make 
sure he gets the nut first. If he 
takes the plunger he can fix the 
fountain. If Harry makes 
cement with the sand and 
bucket of water he can build the 
wall with his trowel. Harry 
should use his screwdriver to 
replace the bad insulator on the 
top of the pylon, but you'll 


need to make a phone call first. 


Printer on the 
move 


is the keyword for 
the new Epson P-40 printer 

Ideal for both the home 
computer enthusiast and the 

xecutive on the move,” claims 
VSI Electronics. 

Costing under £100, the P-40 
is available with parallel or 
serial connections, which means 
that it’s compatible with BBC, 
C64, Spectrum and Dragon. 

And included in the purchase 
price is a starter pack of 
adaptor, guide to use and 
sample programs. 

The printer runs on recharge- 
able batteries and can handle up 
to 80 characters per line, with a 
print speed of 45 cps. 


Portablity 


Helping hand for 
others 


As a follow-up to the recent 
Soft-Aid project for the 
Ethiopian Appeal, HCW has 
made a donation to Oxfam 

No money changed hands 
however — the donation was in 
the form of a huge box of 
old computer cassettes. The 
cassettes all contained programs 
from issues of HCW over a year 
ago and they will be sold, as 
blanks, through London Oxfam 
shops in the near future. 

Another project which aims 
to help those in most need is the 
ASP Guide Dog appeal 

As Europe's leading publish 
er of consumer computer 
magazines we receive sacks full 
of mail cach day. The stamps 
from all these letters are now 


Half price 


Aries Computers, manufactur- 
ers of ROM boards for the 
BBC, has halved the cost of its 
RAM chips. Now the 6264 8K x 
8 static RAM chips cost £10 
plus VAT. 

You can use them to supply 
either 8 or 16K sideways RAM 
on a sideways ROM board for 
the BBC, and you can also use 
them as a printer buffer. 


Printer on the move — Epson P-40 


being collected a 
of our guide dog. 
We need a total of over half a 
million stamps to sponsor the 
dog and we would like to invite 
you, our readers, to help too. 

If you receive a large amount 
of mail or if you are prepared 
to save the stamps from your 
personal mail we would be 
Pleased to add them to our 
collection 

Please cut ‘out the stamps, 
leaving approximately oni 
centimetre around each edge, 
pack them in an envelope and 
send them to: Guide Dog] 
Stamps, Home Computing| 
Weekly, No.1 Golden Squar 
London WIR 3AB. 

Now you have no excuse not 
to write to us. You can even b 
assured that you will be helping, 
charity with each letter you 
send. 
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Printer prices 


Dean Electronics is offering 
special prices on two printers. 

The Alphacom 42, 40 column 
printer now costs £49.95 and 
the Alphacom 81, 80 column 
printer is £74.95. 

For mail order you should 
add £2 postage and packing. 


Dean Electronics, Glendale 
Park, Fernbank Rd, Ascot SL5 
8 


Software update 


New Generation recently 
launched its Jonah Barrington 
Squash at Wembley, on the 
same day as the squash finals. 
And the company took the 
opportunity to announce a new 
game scheduled for the 
summer: Amazon Warrior is an 
arcade game for the C64. 

Geoff Sumner is the author, 
and New Generation is proud 
of the music he wrote to 
accompany the game. Mr 

umner attended the Royal 
Academy of Music and has won 
the Royal Philharmonic prize 
for composition. 

The 3-D graphics set the 
scene for your struggle through 
the jungle. You must watch out 
for snakes and head hunters, 
vampire bats and quetzalcoatus. 
Sounds rather like Indiana 
Jones 2 


Pirate sunk 


Roger Wood of New Genera- 
tion software recently obtained 
an illegal copy of New Genera- 
tion’s game Knot in 3-D when 
fhe answered a mail order 
advertisement. He also received 
Quicksilva’s 3-D Ant Attacl 


(ood \wead \semmtee hae’ sen 


OFTHE FUTURE 


. a | was ordered to pay 


pirate copy at half the normal 
retail. pric 

Anthony Yarnold of Mill 
Hill, London was fined £200 for 
applying a false trade descrip- 


tion to a cassette and £200 for 
falsely describing another. He 
£190 costs. 


Title Machine Price Pablisher 
Amazon Warrior C64 £7.95 New Generation 
Ghostbusters Amstrad . 
Best Four Languages — BBC/ 

Electron 
Best Four Maths BBC/ 

Electron ASK 
FIG Forth Amstrad Kuma 
Devpac80 Amstrad Hisoft 
Blagger Cl6 Alligata 
Nightworld ie 

Electron Alligata 
Confusion Amstrad/ 

Spectrum £6.95: Incentive 
Kissin’ Kousins Atari £6.95 English 
Confidential Spectrum £6.95 Radar 
Dark Tower C16 £5.95 Melbourne Hse 
Bounty Bob Strikes Back C64 £9.95 US Gold 
Hi Bouncer! BBC/C64 £6.95 Mirrorsoft 
Star Seeker C64/ 

Spectrum £9.95 Mirrorsoft 


Richard Seeley 
takes a close look 
at A'n'F's 

Slave Utility ROM 


Any company releasing a ROM 
on to the BBC market at this 
stage in its life cither has 
suicidal tendencies or has a pro- 
duct that is truly incredible. 

This ROM has one of the 
longest command lists of any I 
have ever seen. It is a combina- 
tion of a BASIC programmer's 
utility and a machine code 
monitor. There have been at- 
tempts to combine the two 
before but as these have been 
based on the 8K 2764 chip they 
have always lost more than they 
have gained, 

This is a 16K 27128 chip and 
this allows cnough space for the 
two concepts to lie side by side 
very well indeed. The 68-page 
AS manual supplied is a com- 
prehensive document and quite 
well written. The tight rope 
between too much and too little 
detail has been walked with skill 
and flair. 


“ON addr 
HEX addr 
m tring/ ‘he 
h EL (arv 
DI (first) (+len/last sw 
DEBUE (ace 
t +len/last 

RE ‘ +tlen/last to 

Figure 2, 
slightly strange al first but has | method. 


all the facilities you could ever 
need. You can kill lines, add 
them and amend them — all 
without any reference to the 
COPY key. The screen is 
arranged in such a way that the 
beginning of each line is dis- 
played and the rest of the line is 
off the right hand of the screen. 
This allows you to find the line 
you want very quickly, as each 
program line takes just one 
sereen line and any extra 


The BASIC utilities and their | characters are scrolled into 
syntax are detailed in Figure 1. | position when required. 
F tart) 
é 

ENVELOPE 

REPLAL ame e 

TRON 

Figure 1. 
All the vital utilities are i Figure 2. shows all the 


cluded, as well as some I 
haven’t seen anywhere else. One 
of these is *ENVELOPE which 
will give a read-out of any 
envelope currently _ defined 
for editing or saving in a pro- 
gram. The enhancement of the 
trace facility, *TRON and 
*TROFF, is also very useful 
and doesn’t disrupt the pro- 
gram in the same way as 
BASIC’s TRACE command. 
The BASIC line editor is 


machine code and disc users 
utilities. 

It is interesting to see that this 
chip has a monitor, a hex dis- 
play, and a debug facility as 
separate commands. The more 
usual arrangement is to have all 
these available from the ‘front 
panel’ display. Each of these 
commands provides a_ very 
colourful and informative 
display and I find them just as 
easy fo use as the more usual 


The disc sector editor and 
disc searching routines are also 
well executed. The MODE 3 
screen can be difficult to read 
but at least it gives you the 
option of aborting the com- 
mand if this will overwrite parts 
of a program in memory, 

As you can see from the 
figures, there is a whole range 
of other commands. This chip 
can replace at least two and 
probably three others that you 
might need to get the same 
facilities, As such it is excellent 
value for anyone who doesn’t 
yet own a utility EPROM but I 
can't see those that do going 
out in large numbers to buy it. I 
do feel that this is a very well 
thought out chip with the user 
in mind, almost every possible 
option is given and each draw- 
back has been considered and 
well thought out 


RS. 
Price: £39.95 
Publisher: A ’n’ F 
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Tasword 464-D 

The cassette versions of 
Tasword 464/Amsword Word- 
processor received rave reviews 
when they were released last 
September. Now the official 
disc-only version has arrived, 
and it’s even better! 

For the uniniated, using the 
sereen as your “paper”, you 
type text into your machine. 
Don’t worry about typing 
errors, just type over the top 
and they disappear; don’t worry 
about fitting words on to a line, 
Tasword does it for you, and 
you can choose either ‘right 
justified or ragged text just like 
a typewriter. If you want to 
alter a sentence then it’s there 
on the screen; make any altera- 
tions you want, reshape your 
paragraph, then away you go 
again. 

Blocks of text can be moved 
around and copied to another 
place; you can reset margins, 
print’ headings, auto number 
pages, and print footnotes 
easily and automatically, then 
save the lot onto disc. ‘When 
you want copies printed, your 
printer obliges, so documents 
can be stored’ on disc to be 
recalled whenever you need 
them, without having to go 
through all the pain of having 
to type them again. And 
perhaps the nicest thing, 
Tasword is very king to lousy 
typists like me! No having to 
start all over again when I make 
a real mess of my typing. 

Alll the above features of the 
earlier version are in the same 
place, but now when accessing 
the menu, another section of 
program ‘loads from disc. 
Adopting this approach means 
that there is almost twice as 
much room for text, over 
20,000 characters. If a really 
long document is called for, 
‘occupying several full text files, 
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you can command Tasword to 
call them one at a time from 
disc, and print them as a single 
document with no further 
commands. 

Perhaps the most impressive 
addition is the data-merge 
facility. You first create a file of 
names and addresses, labelling 
each part with a code, up to the 
maximum file size. You then 
type one letter, to be sent to 
your names, and Tasword will 
print all of them with the 
appropriate names and 
addresses in the correct places; 
a massive saving in time. But 
there's. more! It can do 
intelligently, thus you can 
specify conditions which would 
lead to letters only being printed 
to certain customers, and lines 
of customised text if you want 
them. Any number of different 
standard letters can be used this 
way, and by including other 
details in your name and 
address list, you could choose 
to write to’ particular areas or 
customers who bought certain 
products. You can even print 
up the address labels for the 
envelopes. 

The whole thing is explained 
very clearly in the manual, with 
excellent self-teaching tutorials, 
and an on-screen help page. 
Users with two drives are also 
catered for, and the program 
will interface with Masterfile 
464 through additional software 
for more complex use. 

A comprehensive and user 
friendly package for both home 
and professional use at a price 
which makes technology 
accessible to everyone. Highly 


recommended. D.M. 
Price: £24.95 
Publisher: Tasman Software 


Address: Springfield Hse, Hyde 
Terrace, Leeds LS2 9LN’ 


Superpower is far from the 
action packed arcade game 
suggested by the front page of 
the cassette insert. It is a slow- 
moving board game for two 
players. The game, a sort of 
20th century chess, involves 
some skill and ‘strategy. 


However, the two players have 
to be human; there is no option 
for the single player to play the 
computer. 

Few instructions appear on 
the cassette insert, apart from 
the fact that LOAD ‘”” CODE 


is the command required to 
load the program. Despite the 
load bytes command, the game 
appears to be written entirely in 
BASIC. 

Several pages of instructions 
are available on the screen once 
the program has loaded. 
Fortunately, these are available 
at any stage through a help 
option, as the game is quite 
complex for beginners. 

The game itself occupies a 
board containing plain squares. 
Each square represents one 
country. Each country starts 
with an equal number of 
resources; money, people, 
weapons, etc, and each player 
receives ‘an equal number of 
countries. The players take it in 
turn to make decisions over the 
allocation of resources and the 
military within the countries 
under their control. 

The aim is to invade and take 
over countries occupied by your 
opponent. The winner is the 
one who takes over the entire 
world. This can take quite some 
time, so a save game option is 
available. 

This is a novel board game 
for those who like that kind of 
thing, but poor graphics, and 
no one-player option would 
limit its appeal. D.N. 


Price: £4.95 


Publisher: Howard Marketing 


Address: PO Box 21, Felixstowe 
Suffolk 


Grand National 


The annual event at Aintree 
forms the basis of a comprehen- 
sive computer game. 

The small print on the 
cassette insert has to be read 
very carefully to appreciate all 
the finer points, since it covers a 
lot_ of the details of horse 
racing. 

The first part involves you, as 
a jockey, making a selection of 
a horse to run in the National 
from horses trained at your 
stable, You also have the 
chance to bet — you start with 
£1000 — on your horse, and 
any other you fancy. You make 
your choices through a 
simplified form rating, a 
knowledge of the conditions, 
and the style of the horse. 

Despite the realism of the 
game, betting is restricted to 
“on the nose” bets, but 10% 
betting tax is deducted from the 
bets you place. 

‘Once you select your horse, 
the next stage commences; the 
race itself. This is meant to be 
of arcade standard. You have 
control of your horse, moving it 
left or right, using ‘the whip, 
and deciding when to jump 
fences. Despite excellent 
graphics, movement is very 
slow, and the arcade enthusiast 
may fall asleep during this piece 
of inaction. 

On the review copy, the horse 
failed to respond to'the jump 
keypress, so fell at the first 
fence on every try! The reviewer 
makes the generous assumption 
that such a basic omission can't 
be present_on copies available 
for sale. But, overall, players 


will need to be horse race 
enthusiasts to gain much 
pleasure from this game. D.N. 
Price: £6.95 


Publisher: Elite Systems 


Address: 55 Bradford St, 


Walsall 


KILLER 


Killer Gorilla/ 

Gauntlet 
Two games for £1 more than 
the price of Amsoft’s usual 
offerings — and certainly up to 
the standard of many of them 
— Micropower presents its 
versions of Donkey Kong and 
Defender. 

Killer Gorilla has your little 
man trying to ascend girders, 
ladders and lifts in an attempt 
to rescue the maiden in distress, 
collecting her handbag etc en 
route in the face of barrels and 
fireballs from above. You have 
the power to jump gaps and 
also use a handy hammer for 
clobbering the nasties. If you 
succeed on the four screens, 
you return to the beginning but 
with more problems to 
surmount. Nice sound effects 
and a little music, but no 
attempt to represent the 3-D 
‘graphics of the original. 

Gauntlet has your jet flying 
above a. scrolling  line-drwn 
landscape littered with canisters 
which are the target for swarms 
of landers. Using either joystick 
or keyboard your task is to zap 
the landers and preserve your 
plane as they go for you. If you 
can zap a lander carrying a 
canister and return it to the 
ground, more points amass. As 
one wave is defeated, another 
nastier, faster one takes. its 
place, whilst at the top of the 
screen, @ scanner shows what's 
coming up. Really fast and 
furious, and difficult to get a 
high score without practice, 
Gauntlet’s graphics could only 
be described as adequate. 

Acceptable renditions of 
good games, accompanied by 
notably detailed instructions, 
though by no means state of the 
art. D.M. 


Price: £9.95 
Publisher: Micro Power 


Address: Sheepscar Hse, Sheep- 
scar St South, Leeds LS7 IAD 


Digger Barnes 


I thought this might be about 
Dallas, but it isn’t. The inlay 
notes give an involved setting 


about catching Bludgits, 
extremely slimy creatures, in a 
local factory. This involves 


climbing ladders, digging holes 
for the creatures to fall into, 
then burying them. If they 
touch you then you lose a life, 
and if you happen to fall off a 
ladder, then you are rather 
stunned, and have to be 
dragged to your feet again. 
Putting it another way, this is a 
very conventional ladder, levels 
and digging game, and the 
concept has been around for 
some time. 

The very barest of screens 
tells you the game is loadin; 
and when it’s finished the hi- 
score table is revealed, though 
no demo mode is available. 
‘When the game starts, there are 
some good sound’ effects, 
though no music. Graphically, 
the game is well executed by last 
year’s standards; Digger himself 
is a nicely drawn flicker-free 
multi-coloured sprite, and when 
he expires as a result of contact 
with a Bludgit, his spirit 
complete with halo ascends the 
sereen, In comparison to the 
graphics displayed in Sorcery, 
which must now be the Amstrad 
standard, they are uninspired. 
There are only four different 
screens. 

The game is certainly a 
challenge however. Even using 
a joystick, it’s very difficult to 
amass points. 

Overall, something like the 
standard ‘of the best cheaper 
games for the Spectrum. If you 
must have a ladders, levels and 
digging game, you'll enjoy this, 
but don’t expect the earth. 

D.M. 


Publisher: Cable Software 


Address: 52 Limbury Rd, 


Luton, Beds LU3 2PL 


Comatose 
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TIME SKILLS. 


AGES 8-14 


Time Trucker 

This is a game which allows 
children to learn the 24-hour 
clock painlessly. Included in the 
large cassette box is a manual 
which provides detailed notes 
on loading and instructions on 
how to play the three options: 
Trainee Trucker, Trucker and 
Super Trucker Game. 

The manual was brief but 
particularly well laid out giving 
Suggestions for further 
activities. 

As the player, in the simplest 
option, you see an analogue 
clock’ which operates in 
speeded-up time and allows an 
eight-hour work period. Your 
job is to move the truck around 
a network of roads collecting 
fruit and vegetables. These need 
to be deposited at the depot to 
collect the money. Not quite so 
easy as you only have a partial 
view of the roads. 

The learning part comes 
when you have to log your time 
whenever you come acros an 
item to load. This is done on a 
digital clock which my sample 
of children — cight- to 11-year- 
olds — had a problem with 
initially. Most young children 


will be used to one or the other 
but they soon learned. And 
that, I suppose, is the object of 
the game. 

The more complicated 
options have opening times for 
the farms which provide 
different fruit ‘n’ veg and road 
repairs which cause you 
problems, hence advance 
planning is essential. 

There is a high score table 
and the choice of a female and 
male trucker means there is no 
problem about sexual bias. Full 
marks for a well thought out 
game that should achieve its 
educational purpose and keep 


them entertained in short 
bursts. MP. 
Price: £9.95 
Publisher: Applied Systems 
Knowledge 


Address: 68 Upper Richmond 
Rd, London SW15 
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GAMES WoRKSH; 
Talisman 


The game starts with an illustra- 
ted list of 10 characters, sueh as 
Elf Priest or Warrior, each with 


differing strength and craft 
values. If it’s a new game 
answer “yes” to “are there to 


be new players?” and you'll be 
asked how many characters. 
Each choice of character leads 
to naming it, selecting computer 
or own control before proceed- 
ing to the next and finally speed 
of play — laid back, moderate 
or speedy 

Arrow keys move character 
left or right and occasionally 
you'll need to selelct a location, 
.g. north or west. Screen top 
shows the location and the 
objects, magic and ordinary, 
that are there. Middle section 
has character picture, listing of 
its strength, craft, lives, gold 
and spells — when present. 

An hourglass at screen right 
has the sands of time running 
out as the game proceeds and 
the bottom section shows 
details of ordinary objects and 
any followers. Stop to pick up 
the objects and a detailed 
description of events will 
appear. 

A monster may attack — its 
strength or craft values will be 
shown — and you can run or 
fight to gain the object and 
follower. Pressing any key adds 
a random value between one 
and six to both sides and the 
one with the greatest total value 
wins. When the sands run out 
you'll stay at that location. 

Any of the 14 spells acquired 
may be used in your attempts to 
find seven ordinary objects, 
eight magical objects and eight 
followers to help obtain the 

T.W. 


Publisher: Games Workshop 


Address: 27/29 Sunbeam Road, 
London 


Grog's Revenge 
Iwas sent a preview copy of this 
game, without any instructions; 
all the cassette inlay said was 
“normal loading’, which is not 
even accurate as, like all the US 
Gold games I’ve seen, it uses a 
fast-load system, Working out 
how to play it was quite a 
challenge, and I suspect I may 
have failed to discover some of 
the functions. 

You have control of what 
appears to be a stone-age man, 
riding a unicycle up the side of a 
mountain. He normally goes 
quite slowly, but speeds up if 
you hold the joystick fire 
button down. There are short 
wiggly lines on the mountain 
path, and riding over these 
scores points. There are also a 
few holes and boulders, and 
failing to dodge these loses you 
one of your five tyres. 

Every so often you pass the 
mouth of a cave; the view inside 
is of a triangle standing on one 
of its points, with a number of 
small blobs, ‘frog-like creatures, 
and fir trees drifting down it. If 
one of the fir trees hits the point 
of the triangle you crash and 
lose a tyre, for reasons I could 
not even guess at. 

There is a toll-booth blocking 
the path at one point, with a 
bridge beside and 
occassionally a strange creature 
which I presume is a grog 
appears, I could find no way 
round either of these obstacles, 

The graphics are excellent, 
and the game was quite 
enjoyable, despite the puzzling 
elements. M.N. 


Price: £9.95 
Publisher: US Gold 
Address: Unit 10, The Parkway 


Ind Centre, Heneage St, Birm- 
ingham B7 4LY 


C64 


Chaos 


Either the computer moves to 
another room or I'l give up 
watching TV, as two visitors 
playing this game caused noisy 
chaos to reign supreme. 

For games players preferring 
to use brains and not just zap 


away, this is ideal. It doesn't 
contain 100 busy, flashing 
screens of monsters needing 


eliminating, but this game of 
magical combat does become 
addictive if you have human 
‘opponents — preferably more 
than one, playing from five to 
30 minutes. 

‘Combat between the wizards 
takes place in an arena, with 
each combatant taking turns to 
select and cast spells and move 
summoned creatures. The 
winner — the Lord of Creation 
— is the last wizard alive; 
though there’s a limit to the 
number of game turns in which 
to achieve victory. 

Screen one offers options of 
two to eight wizards and up to 
eight levels, while the next 
screen asks for character's 
name to be entered, whether 
computer controlled and which 
of eight illustrated characters 


OS 


>F LIMBO 
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and which colour. This is 
repeated for each player and the 
game starts with a menu 
offering examining spells, 
selecting spells, examine board 
and continue with game. 

Each protagonist, in turn, 
selects a spell — which can 
produce an animal illusion — 
then move it and their character 
around the arena using Q, W, 
E, D, C, X, Z and A. If the 
opponent or a familiar is in 
range you're destroyed — ii 
not, it’s your turn. 

With many players, you see a 
colourful screen full of wing- 
flapping, hoof-stamping 
monsters. 

Try something different for a 
change — you'll enjoy Chaos, 
I'm sure. T.W. 


Price: £7.95 


Publisher: Games Workshop 


Address: 27/29 Sunbeam Road, 
London 


Cavelon 

This is a version of the arcade 
hit Excalibur and is just as good 
as the original. The game is of 
the ladders type and you play 
the part of a young knight. The 
objective on each screen is to 
collect all the parts of the door; 
each time you walk over one it 
is added to the jigsaw in a small 
window on the right of the 
screen. 

‘Once all the pieces have been 
assembled the knight can then 
pass through it to the next 
screen. 

Also available are various 
medal-like things that give extra 
points. Opposing you in thi 
quest is the wizard and his 
demon henchmen. The wizard 
pops up all over the screen and 
summons demons who then 
walk around the screen 
attempting to bump you off. 
This happens if they touch you 
or if they fire one of the purple 
balls at you 

If you stay alive long enough 
you get a chance to catch 
xcalibur, which flies around 
the screen. Once caught the 
sword gives you immense 
power, enough to sprout wings 
and fly everywhere! 

The graphics are very clear 
and smooth-moving but control 
of the knight is rather difficult 
Sound is a collection of jolly 
tunes that play during the game 
and change as different things 
happen, such as gaining a piece 
of the door or getting 
Excalibur. 

All in. all 1 found Excalibur 
very enjoyable — but then I 
liked the arcade version as well! 

3D. 


Price: £7.90 
Publisher: Jetsoft 
Address: The Workshop, 23 


‘Church St, Eastwood, Notting- 
ham 


The sort of results which can be 
achieved using this utility can be 
seen from the accompanying 
sereendump drawn by one of 
the co-authors. Via a series of 
well thought-out menus, you 
can select screen mode, ink and 
paper colours, and draw away 
to your heart's content. 

A moving cursor is steered 
using the cursor keys, though 
routines are available to draw 
lines, circles, boxes and ellipses 
stantly. Not only that, but the 
resultant shape can be 
manoeuvred around the screen, 
and its size changed. Text can 
also be included and that too 
can be shunted about in one 
piece. The nicest feature of all is 
a FILL command, which is 
really swift 

In use, the whole thing is 
really idiot-proof, with the 
opportunity to undo what you 
just did, and instant access to 
help pages. Via the menus you 
can change mode, save to dise if 
available, or to tape, and the 
sereens can be built into your 
‘own program. The easy to 
follow manual also contains 
details of how to save part 
screens and access them again 
later both in BASIC and 
machine code. The whole 
package is characterised by user 
friendliness and ease of use. 

In order to reproduce your 
picture in your own progs you 
must set the relevant inks and 
pens before loading the picture, 
however. An on-screen 
indicator would have been 
useful to show current settings, 


as would a save-to-disc option. 
Recommended, a little 
expensive. D.M. 
Price: £9.95 


Publisher: Kuma 


Address: 12 Horseshoe Road, 
Pangbourne, Berks RG8 7JW 
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Bored of the Rings 
Tongue in cheek, is this Bored 
or Bawd of the Rings? Someone 
had the rights to Lord of the 
Rings so Delta 4 has produced a 
full-scale comedy — or parody 
— quest based on it. Taking 
place in Western Middle Earth 
and the Shire, the home of the 
disgusting little Boggits. 

Fordo Faggins, son of Bogo, 
is a feeble, fat, cowardly Boggit 
— a real hero! Fordo leaves a 
boozy party held on the field in 
@ green tent to visit Fag End, 
where his Uncle and Gandalk 
are looking for a ‘dense 
lemming” to take the ring and 
destroy the black land of 
Dormer. 

Screen top shows description 
of location and what is happen- 
ing in redefined characters, with 
“What would Fordo do? 
below that. Using 45 words in 
simple sentences you direct 
Fordo on his mission in this vast 
game which is in three parts 
with passwords given at the end 
of each part. In Bored of the 
Rings, written using Gilsoft's 
Quill and Illusstrator, the jokes 
are like those found in college 
rag mags, with Fordo living in 
Prickhollow, travelling to the 
town of Whee, visiting the 
Wiffy mountains and hiding 
from a horse and rider who 
farts (don't let Fordo do that or 
he makes everyone explode). 

Sceptical — part four — is a 
computer, magazine containing 
wierd jokes, reviews on mag- 
azines, an on-going story, 
recipes, adverts, competition, 
and references to females — 
who are Judith, Stephanie 
Stronger and Catherine Eroto- 


kiss? answers to reviewer, 
please. TW. 
Price: £7.95 

Publisher: Games Workshop 
Ltd. 


Address: 27/29 Sunbeam Rd, 
London. 


Runestone 

This is a role-playing adventure 
featuring over 2000 locations 
and Venturescope — a pro- 
gramming technique that com- 
bines real-time action, full text 
interpreter, multiple command 
input, dozens of independent 
characters and 8000 different 
views. 

You control Morval the 
Warrior, Eliador the Elf and 
Greymarel the Wizard in a 
search for the magis of Belorn 
to learn the secrets of Saro- 
munder, or the recovery of the 
stolen treasures of Belorn, or 
the defeat of the Orcs and other 
foul denizens of the Northern 
Wastes, or the destruction of 
the fearsome Kordomir the 
Dark — or merely explore the 
countryside and meet its 40 in- 
habitants. As you travel you'll 
meet allies — some not as 
friendly as they seem. Events 
will continue to happen whether 
you do anything or not — so 
the forces of Kordomir will join 
together to destroy your allies. 

Screen top shows a panor- 
amic view at that location neat- 
ly framed and with a sword at 
er end, with below a des- 
tion of the scene complete 
with characters present in re- 
defined characters, while at 
sereen bottom is printed your 
instructions. 

‘At any time you can change 
from character to character, 
none of which can die though 
they may become so weak as to 
be almost helpless. Keying ‘E’ 
will cause you to look East 
only, you must key ‘M,E’ in 
order to move east. When 
alongside a building, keying ‘I’ 
puts you inside, and ‘O° 
outside. 

A well organised game that 
will appeal to those who are 
keen on adventures. TW. 


Price: £7.95 


Publisher: Games Workshop 
Ltd. 


Address: 27/29 Sunbeam Rd, 
London 
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Sprite Editor 


At last a piece of software for 
Sanyo lightpen owners, though 
a joystick or keyboard control- 
led version also features on the 
other side of the tape. This 
powerful utility enables as 
many as 64 sprites to be design- 
ed and saved to tape for use 
later. Coupled with the use of 
an icon menu, this program 
makes the art of designing 
sprites a pleasure rather than a 
chore. 

After the sprites have been 
designed on the grid, you are 
able to call them up in'any order 
for further processing and they 
may be moved from one storage 
area to another for this pu 
pose. Reversed, or ‘negative 
images can be created auto 
matically; even a mirror image 
can be made but unfortunately 
the program does not cater for 
90-degree rotations. 

‘One excellent option allows 
you to select several sprites for 
animation, when trying to 
create effects such as a figure 
walking, running or jumpin; 
To do this the sprites are dis- 
played consecutively at the 
same point on the screen and 
the changing display can be 
moved around to check the 
total effect. 

Once saved, the sprites can be 
reloaded into’ the program for 
further development at a later 
date, or loaded into your own 
programs with clear instruc- 
tions being given on how this 
may be done. 

The lightpen facility has a 
built-in calibrator at the start of 
the program which turns on a 
screen pixel. The lightpen is 
held against this dot and trig- 
gered to achieve the correct syn- 
chronisation with the program. 
The pen can then be used as 
normal to select the mode or to 
fill the square on the designer 
grid. ED. 


Price: £6.95 
Publisher: Electric Studio 


Address: PO Box 96, Luton 
LU3 2JP 


Night World 


1 have to admit that 1 don't 
really like this game at all. It 
isn’t that it doesn’t play very 
well nor that it is badly written. 
It just seems so pointless. 

There is litle doubt that it is a 
ladder and level clone without 
the ladders, The aim is to find a 
path from chamber to chamber 
by running and jumping from 
block to block. As such I sup- 
pose that there is an audience 
for such games but I tend to 
find that they are much of a 
muchness. 

What makes this game differ- 
ent is that you actually control a 
mutant explorer who changes 
from one form to another when 
night turn to day and vice versa. 
Unfortunately that is all that 
changes. The game gets no 
harder nor easier. 

There are the usual statutory 
nasties to make life harder but 
these don’t kill you they simply 
drain your energy. This means 
that you can risk touching one 
if it is to your advantage. 

The controls are rather diffi- 
cult. There are times when Lee 
Lance, your persona, seems to 
be hanging in mid air without 
any possible means of support 
and others where the path is 
blocked for no real reason. 
Another couple of niggles are 
that the joystick option doesn’t 
appear to work and that the in- 
structions are rather less than 
helpful. As I said earlier, a play- 
able game but rather pointless 


Price: £6.95 


Publisher: Alligata 


Address: 1 Orange St, Sheffield 
$1 4DW 
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Microcosm 

This is another in Firebird’s 
range of budget games, a Silver 
release. The Microcosm of the 
tile is actually an interstellar 
freighter with a number of plant 
species being transported to a 
new galaxy. 

The problems are twofold. 
Firstly, the maintenance ladders 
have been damaged and your 
job is to transport new sections 
of ladder to the required posi- 
tion. Secondly, there are a num- 
ber of rather evil looking insect 
mutants wandering about trying 
to give you the kiss of death. 

The game is without a doubt 
a jet pac type and your controls 
are left/right, thrust and fire. 
The graphics are good, certainly 
as good as most full price BBC 
games and the movement 
routines are very smooth 
indeed. 

1 had very little difficulty 
controlling the character al- 
though a joystick option might 
have been a real advantage. 

1 have underestimated the 
baddies a little. There are also 
drops of acid constantly raining 
down upon you as you move 
about and on later levels a num- 
ber of very nasty looking 
spiders and beetles, A final 
difficulty is the plant's need for 
refreshment. 

Whenever the plants are 
running low on Phloem (look it 
up in the biology book) you 
have to drop your power pack 
and pick up the watering can. 
You then move around shoot- 
ing the plants with the food that 
they desperately require. 

The difference between this 
budget game and many full 
price ones is so little that this 
has to be great value for money. 


RS. 
Price: £2.50 

Publisher: Firebird 

Address: Wellington Hse, 
Upper St_ Martin's Lane, 


London WC2H 9DL_ 


Don't Buy This 
Very seldom do I receive a game 
that I truly think is excellent 
and would gladly recommend 
for purchase. 

Don’t Buy This is not one of 
these games. In fact it’s not five 
of these games since it’s a com- 
pilation tape. 

The first of the gruesome 
games is Race Ace, a racing 
simulation that is’ to Pole 
Position what a Reliant Robin 
is to a Ferrari and consists 
mainly of block graphic cars 
crawling around a right angled 
track. 

The second cretinous crea- 
tion is Fido. Fido is the sort of 
program which would undoubt- 
edly damage your computer if 
you load it. You must prevent 
moles digging holes in the 
garden. Fido achieves this by 
bashing them with his tail. For 
no apparent reason he is being 
attacked by low flying birds 
which he can duck by standing 


up! 

The third dastardly deri- 
vation is Weasel. Most of the 
fun in Weasel is to be had in the 
key definition stage and if you 
manage to define the keys my 
advice would be to immediately 
unplug the computer and quit 
whilst ahead. 

‘The fourth pathetic program 
is Fido 2, the long awaited 
sequel to Fido and so com- 
pletely devoid of any features 
whatsover is it, that I’m not 
going to mention it any further. 

The last lethargic listing is 
Fruit Machine which appears to 
be a simulation of the inside of 
a ping pong ball, it certainly has 
as much interest as one. 

‘So to sum up this is the worst 
waste of a good tape I have ever 
had the misfortune to review, a 
new Dave award has been 
specially created for this and it 
richly deserves it — DEAD. 

5.G.D. 


Price: £2.50 
Publisher: Firebird 
Address: Wellington Hse, 


Upper St_ Martins Lane, 
London WC2H 9DL 


Don’t Panic 


It’s ironic that one of the most 
enjoyable games I've seen in 
weeks should be written for the 
16K Spectrum, but it proves 
that you don’t’need buckets of 
memory or state of the art 
graphics to produce a good 
game — just a good ide 

You control a little ‘droid 
who must load a spaceship with 
cargo scattered around the four 
levels of a cargo bay. The levels 
are connected by lifts, and pop- 
ulated by killer toads. The bay 
is several screen widths across, 
and scrolls smoothly as the 
"droid moves across the screen. 

This might sound like just 
another platform/collect the 
‘object game, but it has a couple 
of neat twists. First, the cargo 
itself is deadly until de-toxified, 
and then must be gently nudged 
onto the ship. Also, there is a 
cuddly, mini version of the 
monster from Alien lurking in 
the cargo bay. This alien moves 
faster than your “droid, and you 
can often find yourself face to 
face with him and having to 
frantically race to the nearest 
lift, wondering whether or not 
you'll make it. 

In 16K it has to be a simple 
game, but it’s not less enjoyable 
becauise of that. The graphics 
are colourful and have charac- 
ter, and trying to avoid the alien 
whilst manoeuvering the cargo 
into place combines strategy 
and arcade thrills in a way that 
many more complicated, and 
expensive, games fail to do, 
even with an extra 32K of 
memory. FJ. 


Price: £2.50 


Publisher: Firebird 


Address: Wellington Hse, 
Upper St_Martin’s Lane, 
London WC2 


SPECTRUM 


Ledger Program 
Recently I have had reason to 
acquaint myself with the murky 
— and deathly boring — world 
of accountancy, so when I re- 
ceived a ledger utility to review 1 
thought I might be able to 
practice some of my newly- 
acquired expertise and learn 
something into the bargain, 
Alas, I have to admit failur 

This utility is most definitely 
for those who are already well- 
endowed with expertise in 
accountancy. The documenta- 
tion can’t be expected to teach 
the uninitiated, but even with 
my small advantage I found the 
whole thing heavy _ going. 
Double-entry bookkeeping has 
always seemd to me to apply to 
an artificial environment, and 
the method handed to me by my 
‘own accountant seems sus 
piciously simple by comparison. 

While it is obviously a useful 
utility in the right hands, | am 
unsure to whom it might 
appeal. The requirement of a 
disc system and printer entails 
no mean financial outlay and I 
suspect that owners of such sys- 
tems would not perform their 
‘own accounting. The program, 
while supplied on cassette, is 
intended to be customised. by 
you and then SAVEd to disc, 
for which purpose it is supplied 
unprotected. 

Full details are supplied with 
the documentation, together 
with a timely warning about the 
effect of disabling QUIT, which 
the program does to prevent 
accidental use of FCTN=, and 
the myriad of rewritten TI 
Operating Systems which 
abound in the models of this 
computer. 

Bearing in mind the subj 
tive nature of such a review it’s 
not much use to me. Other 
owners might judge it differ- 


ently. P.B. 
Price: £10 

Publisher: Stainless 

Address: 10 Alstone Rd, 


Stockport, Cheshire SK4 SAH 
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Sensing and Control 
Projects for the BBC 


Most BBC owners only use their 
machines for games and, except 
for plugging in joystis 
reluctant to play with ali the 
strange looking pins and plugs 
at the rear and underside, or to 
delve into innermost workings 
of their machines, yet it is at 
this level that the greatest enjoy- 
ment and sense of achievement 
can be obtained. It is also at this 
level that the computer starts to 
demonstrate its real power and 
purpose, 

All projects in the book use 
the analogue to digital 
converter or user port and the 
author assumes the reader has 
no previous knowledge of elec- 
tronics or of the commands 
needed to control the two ports. 
Each stage in the project is ex- 
plained in simple, easily under- 
stood steps using very clear 
drawings and text. 

None of the projects require 
any sophisticated equipment 
and all the components can be 
bought in total for less than 
£20. Most of the projects use 
the computer as a power source 
but the switching projects using 
the user port require a battery 
or small power supply. 

All the project circuits are 
built up on breadboard, or use a 
simple home made interface, so 
only two computer connections 
are needed and components can 
be re-used or easily changed. 

Projects range from simple 
light intensity using light 
dependent resistors, to the con- 
trol of motorised vehicles. All 
programs are fully explained 
and component lists, with 
suppliers, are given at the back 
of the book. 


Price: £5.95 
Publisher: Micro Books 


Address: 443 Millbrook Rd, 
Southampton SO1 OHX 
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The Computer 

Dictionary 
One of the major hurdles facing 
any newcomer to computing is 
jargon. To the person in the 
street a conversation between 
two computer buffs might as 
well be in a foreign language. 
The Computer Dictionary by 
Jon Wedge breaks down this 
barrier in an informative and 
light-hearted manner. 

To produce a computer 
dictionary which will sell in 
sufficient numbers to make it 
profitable must be quite a 
daunting task. 1 for one had 
never considered such a 
purchase. Yet Jon Wedge has 
hit on a formula which has 
managed to convert what could 
have been a very heavy going 
textbook into a very enter- 
taining, and sometimes hilar- 
ious, book. 

Not wanting to give the 
wrong impression about the 
book 1 must stress that all 
words do actually have serious 
explanations. One example of 
computerese tackled by Mr 
Wedge will prove entertaining 
for those among you who are 
advocates of structured pro- 
gramming. 

The word GOTO is defined 
thus: “The instruction GOTO 
results in a sudden leap from 
one part of the program to 
another. This is like travelling 
in hyperspace, in that you go 
from one place to another 
without being anywhere in 
between. If you have ever 
wondered why GOTOs are 
supposed to be incompatible 
with structured programming, 
just draw a flowchart of a 
Program based on hyperspace 
Journeys.” 

The humorous text is liberally 
sprinkled with equally funny 
cartoons drawn by HCW's 
cartoonist Jim Barker. 

Not to be missed. This could 
be the first dictionary I will read 
from cover to cover. TR. 


Price: £3.95 
Publisher: A & C Black 
Author: Jon Wedge 


The Working Amstrad 


This is the latest of David 
Lawrence's ‘‘working’’ series. 
Together with Simon Lane, he 
now turns his attention to the 
CPC 464 applying the same 
teaching philosophy: write the 
sort of applications programs 
that serious users will want in a 
highly structured form; use all 
the particular features of the 
machine; explain in great detail 
not only how the programs 
work, but also how the user can 
pinch bits for use in his own 
programs! It's a good formula 
through which you can learn a 
great deal, and finishes with a 
suite of excellent applications to 
boot. 

Applications covered are 
various time programs using 
interrupts and timers; graphics 
with graphs, pie charts and 3-D 
graphs in colour; character set 
definition; a hi-res graphic page 
designer, and a two part music 
prog. In a more serious vein, 
the final chapters are dedicated 
to a user definable data-base/ 
filing system — the ibiquitous 
Unifile —, a simple text editor 
for word processing, a test 
question generator, and 
banking and accounts 
packages. If you have the 
patience and time to type them 
in it’s great value for money! 

Perhaps the most impressive 
thing is the standard of docu- 
mentation. Everything is split 
up into modules, that’s why it’s 
easy to use sections in your own 
work, and every module has a 
line by line commentary which 
really does explain clearly. It 
isn’t always like falling off a 
log, but with a little dedication 
you will certainly pick up a lot 
of information and some good 
programming practice. 

D.M. 


Price: £5.95 
Publisher: Sunshine Books 


Address: 12-13 Little Newport 
St, London WC2H 7PP 


Compute!’s TI 
Collection, Volume 1 


Compute! is an American 
magazine for computer buffs. 
This book is a compilation of 
some of the articles that 
originally appeared in the 
magazine, adapted where neces- 
sary, specifically for the TI- 
99/44. The articles are organ- 
ised into seven chapters cover- 
ing elementary features, appli- 
cations, recreation, sound and 
graphics, utilities and sprites. 

T think the book will mainly 
be of interest to the beginner 
who already has some program- 
ming knowledge, but wants to 
explore more fully the features 
of the TI. However, the experi- 
enced user wishing to make 
better use of an expanded 
system should also find the 
book worthwhile. 

Each article is self-contained 
with routines and/or programs 
where appropriate. Every topic 
is introduced in detail and com- 
plemented by a program listing, 
outline and main varables 
column. 1 found Financial 
Interests particularly fa: 
nating as it begins by discussing 
differences between loans and 
mortgages, and gives formulae 
used in ‘calculating savings, 
annuities and payments. Other 
applications include electronic 
spreadsheet and word processor 
programs, and statistics for 
non-statisticians, 

If you are more interested in 
games, there are seven of these 
included plus an article on 
writing your own, This provides 
invaluable advice on what con- 
siderations should be taken into 
account when using TI BASIC 
as opposed to Extended 
BASIC, and how to speed up 
running of the programs on the 
standard machine. 

Overall, a particularly 
interesting collection of ideas, 
but really only worth the money 
if you have Extended BASIC — 
at the very least. 


IW. 
Price: £10.95 


Publisher: Compute! Publica- 
tions c/o Holt Saunders 


‘Address: 1 St Anne’s Rd, East- 
bourne, East Sussex BN21 3UN 


1001 Things to do with 
your Commodore 64 


The usual excuse many of use 
give for buying a computer is 
that it will have lots of uses 
other than playing games. The 
trouble is, you never can list 
many when pressed. This book 
solves this problem since it is 
dedicated to giving ideas for 
putting your 64 to work. Whilst 
listings are given, it doesn’t try 
to teach you anything about 
programming. 

Even to someone like myself 
who has used micros for several 
years in different roles, the 
variety of ideas is quite 
amazing. There is something 
for everyone ranging from 
games through to routines for 
calculating how much wall 
paper you need. 

1 won't attempt to describe 
the book in detail but the mai 
chapter headlines are business 
and financial applications, 
maths and statistics, general 
applications, technical and 
scientific, education, hobbies, 
control and peripherals, arti- 
ficial intelligence and utilities. 
The most valuable aspect of the 
book is that theoretical basis for 
cach application is discussed 
rather than just a listing. The 
actual depth of treatment 
reflects well on the authors — 
they aren't just dabblers. For 
soldering iron freaks; one 
chapter. gives some circuits for 
control applications. For 
hackers, there is a useful section 
giving details of a large number 
of networks in the states. 

This is an excellent book 
which is not only a source of 
useful programs but is also a 
good read and an education in 
itself. At the price, good value 
and of use both to the computer 


owner and the prospective 
owner. 

M.W. 
Price: £9.95 
Publisher: TAB Books 


Address: Blue Rides Summit, 
PR 17214 USR 


Compute!'s Third 
Book of VIC 


Most of you enlightened owners 
of CBM or Atari machines may 
well have come across that 
excellent magazine Compute! 
In spite of it’s exorbitant price, 
there simply isn’t anything in 
this country to compare with it. 
This book is the third compila- 
tion of VIC articles previously 
published in COMPUTE! 

The book covers six areas: 
jons, utilities, games, 
graphics, sound and useful 
wheezes, The games section is 
probably the weakest but the 
rest is 100 per cent top quality. 
The most obvious feature is the 
consistent high standard. There 
is, for example, a listing for a 
machine code word processor 
which has an unbelievably high 
specification, This item on its 
own is worth the cost of the 
book. 

Other notable items are a 
suite of machine code tools 
(OLD, RENUMBER, FIND 
and CHANGE), interrupt 
driven sound, mailing lists and 
fast sorts, Most of you will 
know the problems of faultless 
ly typing in listings. To help 
with this problem two aids are 
supplied by the book, namely a 
proof reader and a machine 
code editor. 

All listings can be entered 
with either aid, and believe me, 
they're idiot proof. Overall, the 
blend is good and there is some- 
thing for users of all abilities 
and interests. 

‘Commodore may have for- 
gotten VIC owners, but this 
book demonstrates that there 
are people who want to support 
the VIC and supply good 
quality material. At the price, 
this book is great value for 
money. 


MW. 
Price: £10.95 
Publisher: Holt Saunders 
Address: 1 St Anne’s Rd, 


Eastbourne, East Sussex BN21 
3UN 


Comatose 
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EDUCATION ' 


John Henderson 
takes 

a close look at 
Summerfield 
software 


ummerfield Software is 

one of the newest entrants 

into the field of software 
lopment, yet in many ways 
it is unique. Unique, because 
‘Summerfield is an independent 
school for children with 
impaired hearing. Founded in 
1952, it caters for children from 
nursery age up to CSE/O level. 
Clearly the staff show a caring 
attitude, spending a great deal 
of time assisting their pupils. 
they also adapt their own 
learning resources, which is 
where the computer comes into 
the story. 

The school computer centre 
has five computers at present, 
with another two on the way. It 
was staff's idea to produce their 
own software and looking 
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the package, 
their aims seem 
to be reasonable enough. 

Summerfield provides software 
that is “‘as good as most that is 
available and a lot better than 
some. A genuine attempt has 
been made to fulfil this aim bur 


The suite consists of four 
programs, available separately 
or on one disc at an all-in price 
of £26 — quite a price for a 
single disc. This is only one of 
the disappointing features of 
this package. 

Return from Paris is an 
adventure game with a 
difference, but let me keep the 
secret for'a while longer. You 
follow the trail of spy 003.5 — 
Son of Bond — as he tries to get 
the secret documents back from 
Paris to HQ. Your choice of 
transport is critical as both time 
and money depreciate’ during 
the journey. Hitch-hiking takes 
a long time, but is cheap. 

The program is meant to 
involve children in decision 
making, but the really bright 
ones will use their skills to 
cheat. At any time your journey 


FARM IS A VERY INTER- 
By ESTING PLACE TO VISIT. 
s qT 1S HOME FOR ALL 


can be 
changed at will — so 
fear not, if you are given 
aslow train on which to 
travel and time is running 
out, do what every 
good, educated spy would do, 
Press the break key, and wait 
until the fast train’ option is 
given. Simple, isn’t it! 

The whole’ structure of this 
program is disappointing, and 
the number of spelling mistakes 
in an educational program is 
inexcusable. 

The sound levels are loud, 
perhaps they need to be in 
‘Summerfield but all users are 

not hard of hearing. Even the 
rewards are poor — if you 
manage to get back to HQ you 
may be decorated for your 
services, or your may be sent to 
a firing squad for bringing 
home the wrong papers. A less 
drastic punishment meted out 
to spies who nearly made it is to 
take up the post of honourable 
sewer cleaner. All that effort 
down the drain! 

Treasure Hunt is nothing to 
do with helicopters and blond, 
female, out-of-breath runners, 
but a “find the missing object” 
trail. Mode 7 graphics are used 
throughout and the program is 
dull and unexciting. Too many 
symbols on a smail map, to- 


gether with the choices of 
colour combine to make this a 
real yawn. 


Poor clues as to where to go 
next reinforce the lack of in- 
centive to explore further. 
although symbols are explained 
in the introductory sequence, 
there are no help facilities and 
no copy of the map. 

The idea is to find two keys 
and some treasure, but the 
longer it takes you to find them 


the less valuable the keys 
become. The program is de- 
signed to accept six-figure map 
references. or compass point 
references. However it will 
allow the input of letters or 
more than six numbers at any 
‘one time. An error message is 
all the help that users are given. 

Many other errors are not 
trapped at all, so careless key- 
board skills can hang up the 
program entirely. The starting 
point for this adventure is 
somewhere near the Public 
House — perhaps the best plan 
would be to stay there. 

Tank Tracks is a program 
designed to encourage logical 
thought and instruct children in 
the art of early programming 
Schools familiar with the 
MicroPrimer package that came 
with every computer will 
remember the program Crash. 

This is a hybrid of the same 
program and suffers from the 
same inaccuracies as its 
predecessor. The background 
colours make the screen very 
difficult. to read and the 
minefield is poorly defined. 


Only three keys are required 
to enter instructions into the 
program yet it is possible to 
enter other letters from the 
keyboard. The idea is to think 


ahead and drive the tank 
through the minefield without 
hitting a mine on the way. To 
achieve this children have to 
plan the number of squares they 
have to move forward and how 
many turns are required. Come 
back, Bigtrak, all is forgiven. 

A successful run results in 
a horrifying burst of ‘*Congrat- 
ulations”? designed to send you 
wacky. Better to lose than be 
given this reward. Written in 
1983, this program is a classical 
example of early school soft- 
ware that now belongs in the 
dustbin. 

Equation of Lines is the final 
program and allows the 
drawing of algebraic equations 
from unknown variables. Users 
have to input values for X and 
Y to see the resulting pattern. 
Its use is limited and depends on 
how individuals see the way 
maths should be taught. 

Whilst the principles may be 


fine, why use the powerful 
micro in such a boring way. 
Again there has not been 
sufficient error trapping as 
switching CAPS LOCK off 


seems to throw the -whole 
Program. 
There are some valuable 


lessons to be learnt. Good, 
caring teachers will take an 
interest in all modern develop- 
ments to assist children in 
learning. This does not mean, 
however, that they are best 
qualified to write computer 
programs for children. This is a 
skilled job requiring a great deal 
of time. 

Yes, Summerfield Software is 
as good as most educational 
software on the market — but 
this just proves how poor and 
educationally damaging it is for 
children. 1 applaud Summer- 
field’s policy on copying; no 
protection here, just a belief 
that users will ‘not abuse the 
rights of the authors. I also 
admire their offer to help any 
user finding problems with a 
program, What cannot be 
understood is the “if you can’t 


beat ‘em, join em’? attitude. 

The price — £26 — for pro- 
grams of this standard is 
extremely expensive. There are 
so many spelling mistakes in 
both documentation and 
programs that a caring attitude 
has not been shown towards 
other computer users. Schools 
and parents should not be 
fooled by large adverts in maga- 
zines and buy software without 
seeing it first, even if it has been 
trialled in a school. 


Price: Return from Paris — 
£11.95 

Treasure Hunt — £14 

Tank Tracks — £11.95 

Equation — £9 

Alll four on one disc — £26 


Publisher: Summerfield 
Address: Summerfield School, 


141 Worcester Rd, Malvern, 
Wores WRI4 IET 


apee 


The only fully automatic and professional utility y 
for Wansterring Spactrum programs from 


* Performance 


"A valuable utility for microdrtve users” 
ED" 


rex 


‘Seca ae 


TéGropean orders please 
‘add £1 overseas £2) 


Card expi 


ecz| Wriggler 


65-2 


COMPLETE MUSIC SYSTEM 
FOR THE ZX SPECTRUM 


avery profes 


ce of programming, ousy tose, exelent 


‘ree preecatic, error tapang ad pl pct anyting 


Te ost 


~ ~ 

Ano mas cade ye. Sipe oes sd ction 
Arenas mp ove 250 lesen af sre: td 
asares sets et Remy sce compa 


‘A WINNER, 


as tot sen tobe tie 
a ary expert prcencal eaters ose 
cto ac 

if your reread in mai an own a carpe ten 


Wh Mw Te 


Microdrive 


INEW SUPPLEMENT for £4 


'MICROORIVER puts MT 


Please send me (tick as applicable) WRIGGLER 


MUSIC TYPEWRITER £9.95 0 MT Sy 
part @) only 

£9.95 D orcartridge 7 

£7.50 O orRotronics wafer £12.95 0 


TRANS-EXPRESS: 
all parts on tape 
*@)on tape 


lement 


“Updates of TRANS-EXPRESS or MUSIC TYPEWRITER £3.50 0] 


TRANS-EXPRESS upgrades from tape to cartridge 
orders 01-625 9463 {o> 


£6.95 0) 
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AMSTRAD GAME 


Here's an old 
favourite 

for Amstrad 
users — a darts 
program from 
Stephen Anderson 


If you like playing darts then 
this program will give you the 
chance to get in some practice. 
You play against a friend or 
against the computer and the 
rules are the same as in the 
original game. 

A dart board is drawn on the 
screen and two pointers appear 
— one at the top and one at the 
left hand side of the screen. 
These can be moved around 
using the cursor keys or joystick 
and indicate where your dart 
will land. 

The scoreboard tells you 
which player has thrown, the 
total for the current throw and 
overall total. 
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How it works 
10-270 start screen 
280-1000 draw gr 
1010-1110 variables 
1120-1280 make computer throw 
1260-1330 main loop 
1390-1540 change co-ordinates 
1850-1940 check board 
1950-2140 subroutines for finish 


Variables 
SI player 1 score 
S2_player 2 score 
CO ‘computer player 
x,y darts co-ordinates 
flag player to throw 
Y angle of throw 
Z distance from bull 


180 *« 5 = 
20 “*DARTS BY S.ANDERSON® 

30 * 

40 ** senensassene: 

SO REM *** START SCREEN 

60 INK 2,6:INK 3,18: INK 0,0:INK 1,26 
70 PEN 1 

80 BORDER O:PAPER 0:CLS 

90 MODE 1 

100 CLS 

110 LOCATE 10, 1:PRINT"~~~DARTS~~~" 
120 LOCATE 10, 2:PRINT"— * 
130 LOCATE 10,4:PRINT"BY S. ANDERSON" 

140 PEN 3 

150 LOCATE 1,10: PRINT“Q=UP, A=DOWN, O=LEFT, P=RIGHT, @ 
=THROW DART” 

160 LOCATE 5,12:PRINT“YOU CAN ALSO USE CUSOR KEYS" 
170 LOCATE 5,14:PRINT*OR @ JOYSTICK IF YOU HAVE ON 
= 

180 LOCATE 1,25 


190 PEN 2 

200 INPUT"SO1, 301, 101";S1 

210 IF Si=101 THEN 250 

220 IF S1=301 THEN 250 

230 S1=501:GOTO 250 

240 GOTO 180 

250 S2=81 

260 PEN 3 

270 CLS:LOCATE 5, 10:PRINT"GOT A FRIEND TO PLAY™:LO 


CATE 5,11:PRINT"OR DO YOU WANT TO TAKE ON CERI™ 


[ 


1050 Dx(2)=0 
1060 DX(3)=0 
1070 DIM DY(3) 


1080 DY(1 

1090 DY(2) 

1100 DY«S: 

1110 REM ##* COMPUTER OPTION 

1120 IF CO=1 THEN PLOT 218,~100,3:PRINT CHR (242); 
:PLOT 218,-116:PRINT CHR (243); 


1130 IF CO=1 THEN PLOT 270,-100,1:PRINT CHRS(244); 


280 LOCATE 1,25: INPUT"HUMAN PLAYER Y/N";cos #PLOT 270,-116:PRINT CHRS (245) 5 
Bo Ir cos="y" OR cose"¥" THEN co=0 ELSE co=l 1140 IF CO=1 THEN MOVE 270,-1:PRINT*CER 
300 PEN 1 1150 MOVE 220,200: PRINT*PLAYER="5 15 
310 REM ### USER GRAPHICS 1160 MOVE 262, 180:PRINT 05 
320 SYMBOL AFTER 240 1170 GOTO 1240 
350 SYMBOL 240,56,56,55,56,56,56, 16,16 1160 PLOT 220,160, 1:PRINT 513825 
340 SYMBOL 241,0, 0,240, 255, 240, 0,050 4190 IF CO=1 AND S2>101 THEN S2=52-100 
350 SYMBOL 242,192, 192,224,224, 224, 224,224,224 1200 IF CO=1 THEN GOSUB 2050 
340 SYMBOL 243,192,192, 192, 192, 192, 192,192, 192 1210 IF CO=1 AND S2=50 THEN S2=52-50:GOTO 1940 
370 SYMBOL 244, 28,52, 28,8, 152,92, 56,24 1220 IF CO=1 AND S2=101 THEN S2=S2-51 
380 SYMBOL 245,24,26,8,0,8,8,0,24 1230 IF CO=1 THEN FLAG=1 
‘DRAW BOARD 1240 PLOT 220, 160, 1:PRINT S1;523 
1250 REM #** HAIN’ LOOP 
410 ORIGIN 240,196 1260 FOR Fei TO S:IF Fei THEN MOVE 262,180:PRINT” 
420 DES 0% 
430 PLOT 170,0,1 1270 PLOT X,210, 1:PRINT CHR (240) 5 
440 FOR f=1 T0'370 STEP 16 1280 PLOT ~240,¥,1:PRINT CHR®(241)5 
450 DRAW 170#COS(F) 1708S IN(F) 1290 IF co=1 AND’ flag=2 THEN 1180 
460 NEXT 1300 X=X~(INKEY (27)=0 OR INKEY(75)=0 OR INKEY(1)=0 
470 PLOT 180,0 ) 4+ (INKEY (S4)=0 OR INKEY(74)=0 OR INKEY(8)=0) #6 
480 FOR f=1 TO 370 STEP 16 1310 Y=Y~CINKEY (67)=0 OR INKEY(72)=0 OR INKEY(O)=0 
490 DRAW 180#COS(F) , 180#SIN(F) ) 86+ CINKEY (69)=0 OR INKEY(73)=0 OR INKEY(2)=0) #4 
500 NEXT 1320 IF y>-1 AND y<1 THEN y=t 
510 PLOT 10,0 1530 IF INKEY(26)=0 OR INKEY(77)=0 OR INKEY(7)=0 T 
520 FOR f=1 TO 370 STEP 16 HEN SOUND 1,200,2,7,0,0,5:G0SUB 1390:G0TO 1350 
530 DRAW 110#COS(F), 110#SINCF) 4340 GOTO 1270 
540 NEXT 1350 PLOT 220,160, 1:PRINT 515525 
350 PLOT 100,0 1360 IF Fe3 THEN 1260 
560 FOR f=1 TO 370 STEP 16 1370 NEXT 
570 DRAW 100#COS(F), 100#SIN(F) 1380 REM ##* CHANGE X,Y TO POLAR V,Z 
580 NEXT 1590 ZexeXeveY 
590 FOR f=9 TO 180 STEP 18 1400 Z=SOR(Z) 
600 MOVE 180*-COS(t), 1808-SIN(T) 1410 DX(F) =X: DV(F)=Y 
10 DRAW 190#COS(f), 1808SIN(T) 1420 PLOT X-2,Y:DRAWR 4,0 
620 NEXT 1430 PLOT X,¥*2:DRAWR 0,~4 
630 PLOT 20,0 1440 RAD 
640 FOR fe1'TO 370 STEP 10 1450 HOVE 0,0 
650 PLOT 0,0,3 1460 IF y=0' THEN y=1 
4660 DRAW 208COS(F) ,208SIN(F) 1470 C=00/Y 
670 NEXT 1480 IF X>=0 AND Y>=0 THEN V=(PI#ATN(-C)):GOTO 155 
80 PLOT 10,0 ° 
690 FOR f=1'TO 360 STEP 10 1490 IF X<0 AND Y>=0 THEN V=(PI+ATN(-C))1G0TO 1550 
700 PLOT 0,0,2 1500 IF YO THEN YeevsC=(X0/¥ 
710 DRAW 10*G05 (F) , 1086IN(FY 1510 V=(PI+ATN(-C)) 
720 NEXT 1520 V=(PI+ATN(-C)) 
730 PLOT 20,0,0 1530 GOTO 1680 
740 FOR f=1' TO 370 STEP 20 1540 REM ##* CHECK TOP OF BOARD AND BULL, OUTER BUL 
750 DRAW 208COS(F) , 20#SINCF) L 
760 NEXT 1550 IF V>=94P1/20 AND V<114P1/20 THEN SD=6 
770 TAG 1560 IF V>=11#P1/20 AND V<13#P1/20 THEN SD=15 
7@0 PLOT -10,194,12PRINT “20"5 1570 IF V>=13eP1/20 AND V<15#P1/20 THEN SD=4 
790 PLOT 45,190, 1:PRINT "1"5 1580 IF V>=15*P1/20 AND V<17#P1/20 THEN SD=18 
800 PLOT 100,164, 1sPRINT "18"; 1590 IF V>=17«P1/20 AND V<19*P1/20 THEN SD=1 
@10 PLOT 155,126, 1:PRINT "4"5 1600 IF V>=194P1/20 AND V<21*P1/20 THEN SD=20 
820 PLOT 160,80, i:PRINT "13"5 1610 IF V>=21ePI/20 AND V<23*P1/20 THEN SD=5 
830 PLOT 190,8,1:PRINT "6"; 1620 IF V>=23*P1/20 AND V<25*P1/20 THEN SD=12 
G40 PLOT 180,-46,1:PRINT "10"; 1630 IF V>=25*P1/20 AND V<27*P1/20 THEN SD=9 
@50 PLOT 155,-110,1:PRINT "15"; 1640 IF V>=278P1/20 AND V<29*PI/20 THEN SD=14 
860 PLOT 110,-150,1:PRINT "2"; 1650 IF V>=296P1/20 AND V<31#PI/20 THEN SD=11 
870 PLOT 50,~176,iPRINT "17"5 1660 GOTO 1790 
900 PLOT -4,-186,1:PRINT "3" 5 1670 REM ##* CHECK LOWER HALF OF SCREEN 
890 PLOT -84,-180, 1:PRINT™19° 1680 IF V>=94PI/20 AND VC11#PI/20 THEN SD=11 
900 PLOT -120,-150, 12PRINT"7"5 4690 IF V>=116PI/20 AND V<13#PI/20 THEN SD=8 
910 PLOT -160,-100, 1:PRINT™16"5 1700 IF V>=13eP1/20 AND V<15*PI/20 THEN SD=16 
920 PLOT ~200,-50,1:PRINT"8"s 1710 IF V>=15*P1/20 AND V<17*P1/20 THEN SD=7 
930 PLOT -216,0,1:PRINT"11"5 1720 IF V>=17*P1/20 AND V<19*PI/20 THEN SD=19 
940 PLOT -216,60, 1s PRINT"14"5 1730 IF V>=194P1/20 AND V<21#PI/20 THEN SD=3 
950 PLOT -176, 120, 1:PRINT"9"5 1740 IF V>=218P1/20 AND V<23*PI/20 THEN SD=17 
960 PLOT —150, 160, 1:PRINT"12"5 1750 IF V>=238P1/20 AND V<25*P1/20 THEN SD=2 
970 PLOT ~68, 190, 1:PRINT"S"; 1760 IF V>=258PI/20 AND V<27*P1/20 THEN SD=15 
980 MOVE 217,200:DRAWR 0,—400 1770 IF ¥>=274P1/20 AND V<29#P1/20 THEN SD=10 
990 MOVE 217,0:DRAWR 200,0 1780 IF V>=294P1/20 AND V<C31*PI/20 THEN SD=6 
1000 REM ##*’ VARIABLES 1790 IF 2<20 THEN SD=25 
1010 X=isY=2 1800 IF Z<10 THEN SD=SO:ENT 1,10,~10,20:SOUND 2,40 
1020 FLAG=1 0,200, 4,0,1:1F S1~(SeSD)=0 OR'S2~(S+SD)=0 THEN 194 
1030 DIM Dx(3) ° 
[soso pxcar=0 1910 IF 2>180 THEN SD=0 
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1820 IF 2<110 AND Z>100 THEN SD=SDe3:IF S+SD=180 T 
HEN FOR U=S00 TO 100 STEP -S:SOUND 2,U,2,4:NEXT 
1830 IF Z<180 AND 2>170 THEN SD=SD#2:IF S1-(S+SD)= 
©. OR S2-(S+SD)=0 THEN 1940 

1840 MOVE 262, 180:PRINT S+SD;" "3 

1850 IF S+SD+i>=S1 AND FLAG=1 THEN S=0:F=S:FLAG=2: 
FOR U1 TO 3:PLOT DX(U)~2,DY(U) ,O:DRAWR 4,0:PLOT D 
X(U) ,DY(U)+2:DRAWR 0,-4:PLOT DX (U) ,DY(U) , 1:NEXT:60 
To 1890 

1860 IF 9+SD+1>=S2 AND FLAG=2 THEN S=0:F=3:FLAG=1: 
#FOR U=1 TO 3sPLOT Dx(U)-2,DY(U),O:DRAWR 4,0: PLOT 
DX (U) , DY (U) +2: DRAWR 0,—4:PLOT DX{U),DY(U), 1:NEXT:6 
OTO 1890 

1870 IF FLAG=1 THEN S=S¢SD: IF F=3 AND FLAG=1 THEN 
FLAG=2:51=S1-S:FOR U=1 TO 3:PLOT DX (U)-2,DY(U) ,O2D 
RAWR 4,0PLOT DX(U),DY(U)+2:DRAWR 0,-4:PLOT DX(U), 
DY(U), 1:NEXT:S=0:G0TO 1890 

1680 IF FLAG=2 THEN S=SeSD: IF F=3 AND FLAG=2 THEN 
FLAG=1:S2=52-S:FOR U=1 TO S:PLOT DX (U)~2,DY(U) OD 
RAWR 4, 0:PLOT DX(U),DY(U)+2:DRAWR 0,—4:PLOT DX(U), 
DY(U) , 1:NEXT:S=0 

1890 MOVE 220,200: PRINT“PLAYER=";FLAG; 

1900 MOVE X,210:PRINT™ 

1910 MOVE ~240,V:PRINT" "; 
1920 X=X+20+20*RND: Y=¥+20*20#RND 

1930 RETURN 

1940 REM ##* END OF GAME. PRINT WHO WON 

1950 CLG: TAGOFF 

1960 PEN 3 

1970 LOCATE 5,5:PRINT“RESULT™ 

1980 LOCATE 5,6:PRIN - 

1990 IF FLAG=i THEN LOCATE 5, 10:PRINT“PLAYER 1 WIN 


2000 IF FLAG=2 THEN LOCATE 5,10:PRINT“PLAYER 2 WIN 


2010 LOCATE 5,20:PRINT"PRESS CENTER] TO PLAY" 
2020 PEN O:LOCATE 1,25: INPUT QWES 
2030 RUN 


2040 REM ##* MAKE CERI THROW 


2050 FOR F=1 TO 3:DART=270:WHILE DART>226 
2060 PLOT DART,~108, 1 
2070 PLOT DART+2,~108,0 
2080 DART=DART-2 

2090 WEND 

2100 SOUND 1,200,2,7,0,0,5 
2110 NEXT 

2120 PLOT DART+2,~-108,0 
2130 RETURN 


SPRING SALE 


DEUS EX MACHINA (cass,)CBM64/SPECTRUM 15-00 8-50 
EUREKA! (cassette) CBM64/SPECTRUM 14°95 9.50 


(disk) f 
1747 FLIGHT SIMULATOR La! 

(cassette) cBM64 1295 9-95 

(disk) 15:00 11°50 


KILLER GORILLA/GAUNTLET CPC 464 95 6-95 
(double sided cassette ) . 


ICASTLE QUEST BBC 
(cassette) a 1295 9-95 
(disk) : 1495 11°95 


§ FAST DELIVERY— PLEASE STATE MICRO § 
SEND CHEQUE/PO TO: BUTTSOFT, THE BUTTS, 
SANDPITS RD. RICHMOND, SURREY. TW10 7DT. 


AMSTRAD CPC464 ADVENTURES 
“NEMESIS ARNOLD ADVENTURES are like a breath of 
Jresh air” Tony Kendle, PCW Dec ‘85 


THE TRIAL of ARNOLD BLACKWOOD 
ARNOLD goes to SOMEWHERE ELSE 6.50 
THE WISE and FOOL of ARNOLD BLACKWOOD 


NEW TITLES. 


eQQ>5, ANGELIQUE: A GRIEF ENCOUNTER 650 
re.) 1 recommend it highly." PCW March *85 

“A Festival of entertainment” HCW March '8S 
BRAWN FREE! 2.00 
Silly price, top rated (UK only) 


All ARNOLD Adventures still 
Chqs, POs for immediate despatch, or enquiries to: 


‘NEMESIS (HCW), 10 Carlow Rd, Ringstead, Kettering, 
Northants NN14 4DW. 


ailable at £6.50 each. 
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MoveMead Discount 


Software Co 
SPECTRUM COMMODORE 


oun 
aw oct ne rac 


All prices ine VAT, postage & packing is FREE on orders in excess of 

£15.00. Alll orders of less than this amount are charged 0.75 towards 

the costs. 1,000s of more tiles available for all machines. Send @ 

S.A.E. for full list. Send your cheque/?P.O. for the full amount (plus 
Postage, if required), to:— 


"yee" MOVEMEAD (MARKETING) LTD 
(mmm 55 AYLESBURY STREET, BLETCHLEY, 


BUCKS MK2 2BH_ TEL: (0908) 79232/3 
Orders despatched within 33 days of receipt of your order 
and cheque/P.O. All tapes are offered subject to 
availability. E&OE. 


Brian Jones 


explains arrays and 


shows you how 
best to use them 


WELCOME T 


BASIC 


ow did you get on with 
the program I left you 
to write last time? Here 


are possible solutions. 

‘The first was to produce a 
sum of five random integers 
between 0 and 9 and check your 
answer against the correct 
answer. 


PRINT“ ADDITION TEST* 
s-0 

FOR I=1 TO 5 

90 X= INTCRNDC1 #109 

30 PRINT TABC10>7x 

62 SHS+x 

70 NEXT I 

eo 

90. IF S=T THEN PRINT*CORRE! 


100 PRINT*NO, 
110 END. 


THE ANSHER 1 


The 10 multiplication sums 
where you select the largest 
number to be used could be: 


INPUT? LHAT'S THE TOTAL*/T 
{CT - WELL DONE"1GOTO 116 
S778 


sions, but in practice, three- 
dimensional arrays are rarely 
used and larger dimensions 


10 PRINT*i MULTIPLICATION 
20 INPUT*MAXIMUM VALUE TO 
30 ¢ 

48 FOR I=1 TO 10 

SO X= INTCRNDCI Dame EY: 
G0 PRINT*LMAT IS *X7 "a 
78 INPUT ANS 

80 IF ANS=XeY THEN PRINT*C! 


Y 


100 NEXT 1 
110 PRINT*m YOU SCOREO"sC 


INT CRNO C1296 1 


1 PRINT*ND, THE ANSHER 1S*7X8Y 


Test? 
BE USED" 


ORRECT*1C*C+11G0TO 180 


‘OUT OF TEN™ 


Now one of the most useful 
facilities in BASIC is the array 
It takes some practice before 
you get to grips with it but it’s 
worth it, The array is used 


when, instead of just an 
assortment of variables, we 
want to manipulate ts or 
tables of values. We can 


allocate a_group name and 
define the formulae to be used 
by referring to that. 

Those with an insight into 
modern maths will certainly 
have come across matrices — 
and this is very similar. 
Individual values ‘within the 
array, or elements of the array 
as we call them, are specified by 
their numerical position in the 
list or table. This is achieved by 
giving the array name, which 
must follow the same rules as 
ordinary variable names, 
followed by the position in 
brackets. So A(S) is the element 
in position $ of an array called 
A. BS(N) is the Nth element in a 
string array called BS and 
CCX,Y) is the element in the 
Xth row and Yth column of a 
number array called C. That 
last example is called a two- 
dimensional array, the others 
are one-dimensional. You can 
have more than two 


almost never. 
Why are they so useful? Look 
at this: 


10 PRINT*FISHING CONTEST SCORES” 
20 INPUT*HOW MANY COMPETITORS") 

38 01M SCCT? 

40 PRINT*MREADY TO RECEIVE SCORES" 
530 INPUT*HHICH COMPETITOR, O=ENO"/N 
60 IF Ne@ THEN 110 

7 INPUT*SCORE TO BE ADDED" WT 

Be Sein =sccN>euT 

90 PRINT*TOTAL FOR*)NISC(N? 

180 GOTO 40 

110 PRINT*MCOMP* , “SCORE* 

120 FOR [#1 TO T 

198 PRINT 1,SC¢1> 

140 NEXT 1 


HOME COMPUTING WEEKLY 7 May 1985 Page 23 


Firstly, let me explain line 30. 
This defines an array called SC 
It is one-dimensional and its 
size equals the value given to T 
line 20, Now line 80 is an 
important one. By nominating 
the position in the list as a 
variable, the weight of the 
catch, WT, can be added to the 
score of whichever competitor 
landed the fish. 

Without the array we'd prob- 
ably have differently na 
variables for 


score: Sl, perhaps. 
Then we'd need a long list of 
IF N=1 THEN S1=S1+WT, 


IF N=2 THEN S2=S2+WT, 
and so on. With the array, one 
assignment statement and no 
IFs are all that is needed. Here’s 
another example of an array in 
use — 


10 PRINT*NAPES AND BIRTHORYS" 
20 DIM nAs¢s) ,2O8¢s) 
30 FOR Imi To 5 


90 READ NAsCI> 80861) 
50 NeXT I 

so INPUT *HAME TO CHECK ?ne 
70 IF NS=*END" THEN ENO 


90 FOR I=1 TO 


110 NEXT 1 


138 GoTo 6e 


100 IF NS=NASCID THEN PRINT BDSCt 


120 IF F*® THEN PRINT*NOT ON FILE 


140 DATA ADAM, 18TH JAN,ORENOA, 12TH FEB,CLIVE.22NO MARCH 
13@ DATA DAVID.3RO APRIL,ELIZABETH.21ST MAY 


Fan 


You might add your own and 
others of your family and 
friends to the DATA list 
perhaps putting their full names 
in case you have two people 
with the same name. You will 
need to adjust the 5 on lines 20, 
30 and 90 to the new numbers 
of names. 

By the way, previously I've 
used the instruction STOP to 
end a program; why did I use 
END this time? Well, STOP 
gives a BREAK AT LINE $0 
or whatever, Whilst it can be 
useful to know which line your 
program stopped at if you have 
several STOPs, this | message 
could be a bit off-putting if you 
didn’t realise. You might think 
you had broken the program! 


END just finishes the RUN 
without any fuss, 
Now I doubt that this 


program will cause a drop in the 
sales of birthday books, but if 
you did spend time adding all 
the birthdays you know in as 
DATA, you'd hardly want to 


waste the effort and key it all in 
again if you ever wanted to use 
the program another day. So 
you may want to SAVE the 
program. 1 haven't mentioned 
anything about this before as 
it’s something most people 
manage to pick up from the 
manual. So I'll quickly check 
through it with you. 

Entering the command 
SAVE“BIRTHDAYS” would 
cause the response PRESS 
RECORD & PLAY ON TAPE 
Obeying that results in the 
message SAVING BIRTH 
DAYS. Since the screen blanks, 
you have to wait until it is 
finished before you can see it 
In fact it doesn’t start saving 
straight away, it winds the tape 
on for five seconds or so first 
This is to prevent it from trying 
to record on the plastic non 
recording leader tape that all 
music cassettes have at each 
end, and to put a reasonable 
gap between programs when 
more than one is put on one 


| side of a tape. 

To load the program back in 
at a later date the tape is 
rewound to the right place and 
the command LOAD entered. 
You can load it by name as 
when you save it, but it's easier 
to find the right place on the 
tape than remember exactly the 
right name. LOAD on its own 
loads the first program it finds. 
You can use the method most 
commercial programs on tape 
give for loading, which is to 
hold down the shift and press 
the RUN/STOP key. As well as 
loading this also runs the 
program 

So on to this week's home. 
work 

1 Write a program to 
generate 100 random digits 
between 0 and 9 inclusive and 
print a sideways bar chart of the 
number of ones, twos, threes, 
etc 
2 Store the number of days in 
each month in an array and use 
it so that on any date, you can 
calculate the number of days to 
Christmas. 
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C64 UTILITY 


How fo dump the 
contents of your 
screen to your 
printer. 

By lain Murray 


AUTO SCREEN 
DUMPER 


This program enables you to 
dump the contents of your TV 
screen to a dot-matrix printer. 
It runs independently of BASIC 
once loaded, allowing you to 
load up another program and 
dump screens 
program listing is of a BASIC 
loads and init- 
the machine 


loader which 
code 


Once 40 characters have been 
printed, a carriage return is 
‘output and the routine continues 
until the whole screen has been 
output. The routine then places 
itself back into the interrupt 
‘queue. While printing the screen, 
execution of the current program 
will be postponed, and this will 
bbe resumed when the routine has 
finished its task 


The 


Instructions for use 


How It works 


BASIC program 


(On initialising, the routine enters 

itself into the interrupt queue of 

the 64 and is hence entered once 

every 60th of a second. A check 

is made for any of the routine | | | CTRL D As for CTRL P except 

control keys on the keyboard | | | that the text is printed in double 

being pressed, and if found, the | | | width mode. 

routine removes itself from the | | | CTRL B As for CTRL W except 

interrupt queue and dumps the ||| that the text is printed both 
A character is || | double width and without line 

read from the screen and conver- | | | spacing. 

ted to an ASCII value to be 

passed fo the printer. 


screen contents 


‘Type in and SAVE the BASIC 
loader. Now RUN, and if no 
‘errors occur, the control codes 
for use will be printed, and the 
program will clear from 


fead, store and check || |memory. To use the routine, 

machine code data 
150 activate routine 
remainder of || {Whichever utp 


simply hold down the CTRL key 
and press the desired letter for 
you want 


These are as follows 


210 clear BASIC loader (remem- ||| CTRL P_ This outputs in the 
ber to SAVE before running) | | | normal printing mode and would 
1000-1350 machine code data 


be used for printing a screenful 
of text 

CTRL W This outputs with no. 
spaces between lines of text, and 
would be used for printing 
graphics screens. 


The routine can be used at any 
time while running a BASIC or 


machine code program but the 
program will stop running while 
the routine is printing. On 
completion, the user program 
will continue. However, please 
note the following restrictions on 
the use of the routine 


1, The routine sits in the middie 
‘of the block of free RAM (4k) 
above the normal BASIC 
memory, beginning at $CCOO, 
and this area should not be used 
by any programs loaded 
subsequently. $CO00-SCBFF is 
free for use 


2. Any program which alters the 
interrupt. vector will cause the 
routine to become unusable, 
Pressing RUN/STOP and 
RESTORE will also stop it from 
working, Type SYS 52506 10 
restart the routine. 

3. The routine passes ASCII 
character values to the printer 
for output, so normal characters 
will appear on the printer, even if 
tiser-defined characters are 
shown on the screen 

4. Pressing one of the routine’s 
control codes without a printer 
attached is not fatal, but your 
sereen display will be lost 


Hints on conversion 


Due to _machine-specific 
addresses, the program would be 
difficult to convert to another 
computer. The program outputs 
to device number four, and the 
machine code would have to be 
rritten if another output 


device were required, 
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InG muses GD 


es 


FLEASE WAIT WHILE I LOAD IN THE DATA 


SCREEN DUMPER NOW ACTIVATED 


m—aam FP — NORMAL FPRINTING 
mm bt — NO SPACES BETHEENM LINES 
mam OD — DOUBLE WIDTH CHARACTERS 
yaa EB — BOTH WIDE CHARACTERS AND NO 
SPACES BETWEEN LINES 

READY. 

= 


4> USTHG mwmas 


1@ REM #4 AUT! 
20 REM wR CCD 


49 REM CCLRI 
5Q PRINT "Comp 
59 REM C4 DWNI 


166 C=0 


130 NEXT T 


150 sys 52506 
159 REM C2 DWH 
166 PRINT "#0 
169 REM NEXT 4 
178 PRINT "# 
180 PRINT " 
(190 PRINT "3 
208 PRINT "Hl 


139 REM C2 DWN 
148 IF C¢>38166 THEN PRINT "XM ERROR IN DATA! ERROR =";38166-C:END 


‘0 SCREEN DUMPER ##* 
IAIN MURRAY 1985 


30 REM #e FOR HOME COMPUTING WEEKLY 


(2 DWN] [1G RGHT] CREV ON] CREV OFFI 
INBBIA AUTO SCREEN DUMPER 


6@ PRINT "3 PLEASE WAIT WHILE I LOAD IN THE DATR" 


110 FOR I=52228 TO 52536 
128 READ A‘POKE 1,A*C=C+A 


i 

SCREEN DUMPER NOW ACTIVATED" 

LINES HAVE CDWN] CREY ON] CREV OFFI] 

P ~ NORMAL PRINTING" 

SCTRL# W - NO SPACES BETWEEN LINES” 

SCTRL® D - DOUBLE WIDTH CHARACTERS" 

SXTRL@ B — BOTH WIDE CHARACTERS AND NO © SPACES BETWEEN LINES" 
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216 NEW 
1606 DATA 96,178, 141,2,201,4, 208,248; 16 
1618 DATA 9, 141,2,264, 141,3, 204, 16: 
162@ DATA 201,41, 246,36,261,9, 208 é, 169 
1638 DATA 1,141.2,204,76,62, 204 1,18 
1646 208,8,169,1,141,3.284. 76,62 
1056 DATA 204,261,28, 208,206, 169,1,141.2 
1066 DATA 204, 141,3, 264, 126,169, 43, 141 
20,3, 169,234, 141,21,3,17 
1686 DATA 208,261,21,288,5, 168, afte 
1098 DATA 204, 160,7,169,4,178,32, 186.255 
169,@,32, 189,255,32, 192,255 
162,4,32, 201,255, 169,133,251 
169.4, 133,252, 168,6,173,3,204 


1138 DATA 240.5, 169, 14,76, 128,204, 169,15 
1148 DATA 32,216,255, 177,251,201,128,16 
1150 DATA 10.72, 169, 146,32,218,255, 104 


1168 DATA 76, 157,204,72,169,18,32,216 
255, 104,24, 185, 128,261,32,16 
1186 DATA 6,24, 185,64, 76,202,264,201,64 
16,9,201,34,208,27,169,39,76 
1200 DATA 202,264,201,64,208,5,169,96.76 
1218 DATA 202,264, 261,96, 16,6,24, 185,128 
1226 DATA 76,202, 284,24, 105,64,32,210 
235, 206, 192,48, 288, 177,24, 169 
1240 DATA 40,161,251, 123,251, 169,8, 101 
125@ DATA 252, 133,252, 173,2,204,248,18 
169,8,32,218,255, 169, 13,32,216 
1270 DATA 255, 169, 15,32,218,255, 76,251 
1280 DATA 204,169, 13,32,216,255, 165,252 
1298 DATA 201,7,248,3,76, 114,204, 165,251 
1306 DATA 261,232,248,3,76,114,264,169 


131@ DATA 13,32,210,255, 169,13,32,210 
1328 DATA 255, 32,231,255, 128,169,39,141 
1338 DATA 20,3, 169,205, 141,21,3,88,96,8 
1346 DATA 72, 152,72, 138,72,32,5,204, 194 
1358 DATA 170,184, 168, 164, 40,76,49,234 


SHEKHANA COMPUTER SERVICEM, 2 


see SPECTRUM s+ « 
ine proce 


Se earacrmam e+ 


AL PRES MEADE & ROPE ADD Sp en 
TAPE. ELSEWMERE AT COST. COPD 
SNA COULTER SS oe tom 
553 GAEEN LANES, LONDON at OER 
ADDRESS OM) TL 1 800 3T96 SAC FOR LST 


7 
‘AT MARBLES SHOPPING CENTRE” 


USPERSONALLY: 
‘ontrs a7a3: onronos REET, Le wIR1DD. 
“ARCH TUBE 


MARBLE) 'STATION) 
zone oscoin's suse Oat ON RESATATIN OF THES ADVERT AT OUR HOP 
THER TITLES AVAILABLEFOR ALL MACHINES, ATARL ELECTRON, MSX VIC, 
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Jersey resident 
Colin Wilton-Davies 
invites you to draw 
a mermaid using 
Spectrum BASIC — 
and win a game 


¢ ended up last time 
with a picture of a 
sailing boat on a very 


calm sea under a sunny sky. I 
hope that by this time most of 
you will have played around a 
bit with the simple line-drawing. 
statements used, and will have 
introduced a few of the run-of- 
the-mill sights which greet a 
sailor's eye. Such as mermaids, 
sharks, mermaids, rough seas 
and mermaids — you can tell I 
kept my eyes open when I was 
at sea, can’t you? 

Let's have a little compe- 
tition, Write a program in 
Spectrum BASIC to draw a 
mermaid and send it to me care 
‘of HCW. I’d prefer entries on 
cassette or Microdrive to save 
time, and these will be returned 
to you if you enclose a self- 
addressed label. No stamps, 
thanks — we use our own ones 
here in Jersey, 

If you don’t send a cassette 
with the program, your entry 
should be in the form of a 
PRINTED listing with a screen 
dump of the picture (use the 
COPY statement on the Z key) 
The senders of the ten best (in 
my opinion) will receive a copy 
of my Tradewind game, and 
will be able to compare the arti- 
stic merits of their mermaid 
with my girl on the raft. Entries 
must be at HCW within 28 days 
of the publication date of this 
article. 

When you're sailing, even 
with wellpeeled eyes, the sight- 
ing of sharks and mermaids is a 
matter of luck or chance; and it 
is common to decide the out- 
come of a play on the throw of 
dice or the toss of a coin. The 


equivalent of this in a Spectrum 


Page 28 HOME COMPUTING WEEKLY 7 May 1985 


BASIC game is the RND func 
tion, obtained on the T key in 
extended mode. 

Enter as a direct command 
PRINT RND, and a number 
like .0011291504 will appear on 
the screen. You can do this a lot 
of times before you will see the 
same number twice. If you 
don’t believe me, RUN this 
short program: 


100 FOR c=1 to 100 
110 PRINT RND 
120 NEXT ¢ 


This will print a series of 100 
numbers one below the other. 
As there isn’t room for 100 lines 
of text on the screen, the 
Spectrum very politely ‘waits 
when there are 22 on the screen 
and says ‘'scroll?”” If you press 
SPACE, BREAK or N, this will 
imerrupt the program at this 
point; any other key will scroll 
the numbers up the screen until 
the next 22 have appeared. I'll 
be very surprised if you find 
two numbers the same, but you 
won't find any smaller than 
zero or quite as big as one. 
The numbers are actually 
generated by means of a com- 
plex formula, so are not truly 
random. Mathematically, they 
are ‘pseudo-random numbers 
between zero and one”, which 
sounds posher than saying you 
are throwing a die with more 
than a million sides, but comes 
to much the same thing! The 
formula used starts with a 
“seed’” in the Spectrum’s 
memory which is a count of the 
number of TV frames generated 
since it was switched on. If for 
some reason you want the 
random numbers to follow the 
same sequence (there’s a 
contradiction!), you can do this 
by using the’ RANDOMIZE 
function, which is also on the T 
key. Change the little program 
above so that the first line is: 


100 FOR c=1 TOS 


and each time you RUN it, you 
will get a different group of 
numbers. Now insert: 


90 RANDOMIZE 10 


and you will get the same 
sequence of pseudo-random 
numbers each time. These 
numbers are inconveniently 
small for many purposes such 
as simulating the throw of a die; 
if you try 


100 FOR c=1 TO6 
100 LET n=RND * 6 


150 PRINT n 
160 NEXT c 


You will get nearer to the sort 
of thing you would expect from 
throwing a die six times. Insert 
the line: 


120 LET n=INT(n) 


and you will get nearer still. The 
function INT is short for 
INTEGER, or whole number. 
What it does is to keep the part 
of a number like 23.45 which is 
greater than one (23) and 
discard the rest (.45), which is 
called the fractional part. Some 
dialects of BASIC have a FRAC 
function, which is the opposite 
of INT. ‘The Spectrum doesn’t 
have this; you would use some- 
thing like: 


LET frac = n — INT(n) 


Anyway, you will probably 
find some zeroes in the 
sequences, and you certainly 
won't find any sixes, so to make 
it more like dice-throwing you 
must add: 


130 LETn=n +1 


and you have a pretty good 
imitation of the throwing of a 
die. If you prefer, all this can be 
packed into one line: 


140 LET n=INT (RND * 6) + 
1 


and you can scrap lines 110 to 
130 inclusive. 

Many traditional board 
games, including a well-known 
property-trading game, use two 
dice, and some games use more 
than this, For example, poker 
dice are thrown in fives. Now it 
would be easy but wasteful to 
program five separate 
sequences of lines to generate 
appropriate random numbers 
and translate these into card 
names. It’s very common in 
computing to have jobs (large 
or small) which have to be done 
repetitively and sometimes by 
different parts of a program. 
These jobs are called “sub- 
routines’ and are accessed by 
the “GO SUB” statement. The 
end of the job is recognised by 
the occurrence of a 
“RETURN” statement, which 
causes program control to 
return to the statement 
following the GO SUB. Let’s 
suppose we have a game in 
which ordinary and poker dice 
are to be used: 


andyou have a simple dice- 
throwing simulation which tells 
you what you thre and changes 
the border colour to match. 
Now add: 


Now you have the nucleus of 
a gambling game which | will 
leave to you to build up into 
something more entertaining. 
You could use subroutines to 
play a different tune for each 
“card”, or to draw different 
Pictures. If this inspires a best- 
selling game, a royalty of one 


Programs are always supplied on 
cassette and are accompanied by full 
details of the program variables, how 
the program works and any hints on 
conversion you can offer. Please type 
these details double spaced. Listings 
are helpful but not essential. What is 
vital is that the programs should be 
completely error free, so please 
double check. 

Always use a coupon firmly fixed to 
the back of your envelope, and fully 
complete and enclose the cassette 
inlay card. 

We are particularly interested in 
programs with less than 100 actual 
lines of BASIC. All submissions are 
acknowledged. 


Send your 
programs to 
HCW! 


per cent would be very 
acceptable! 
7 —- 
Use this cassette inlay card for your program 
Name as 
‘Address So Lah 
Expansion needed 
Special loading instructions 
ee ——s F 
g 
z 
3 
E 
g 
£ 
£ 


! Name 


| Address 


Machine 
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No frills. No gimmicks. 
Just the serious business 
of having fun. 


We know the problem only too well. 


Whatever micro you have, you don’t want to use it 
for just one thing. That would be boring. 


Sometimes you want to be serious and explore its 
capabilities. At others you just want to cut loose 
and zap a few aliens or sharpen your game skills. 
Even try a bit of education. 


Personal Software is the answer. The best of games, 
utilities and education. 


Get to grips with it. Every quarter. 


aT 


1541 GT LOADER CARTRIDGE 
TEXAS INSTRUMENTS tng ant re gs 


99/4A HOME COMPUTER SYSTEM 


YPOROERAS RESET! 
10 DAY MONEY BACK GUARANTEE * 


your payment less postage i any hardware is 


Siti 10 dors 
DROERING: ALL PRICES INCLUDE RECORDED DELIVERY & ARE FULLY INCLUSIVE (overseas 
3d 1.0), Send to mall order depts of i ford or Grins 


R Trigsolt, (Dept HOW) Trigsolt, (Dept HCW) 
1 P 39 Holme Lane, 161-168 Rutland Street, 
Brodtord. by, 
804 00 South Humberside, DN32 7NP 


APPOINTED Sie es vcatendenetn Smtr 


If an advertisement 
is wrong were here 
to put it right. 


Ifyou see an adverusementin the press, in print 


on posters or in the cinema which you find 


unacceptable, write to us at the address below. f 


The Advertising Standards Authority. 
ASA Ltd. Dept 3 Brook House. Tornngton Place. London WC1E7HN 
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SPECTRUM GAME 


HB? | = 
STAMINA 


UOUDUEDETA TUTE EEE EAT 
HUUUUTSUOUAOOOSEAUUEOEAUOOEEHT 


Get a buzz from 
pumping iron? 
Now’s your chance 
to beat Geoff 
Capes, in 

Andrew Ritson's 
program for the 
Spectrum 


You're measuring up to Geoff 
Capes in this weight-lifting 
game. He currently holds the 
world record of a height of five 
metres, and if you can beat this, 
you'll 'be declared new world 
champion weight lifter 

You’re watched by an eager 
crowd of spectators, so give 
your best performance. Your 
time and stamina decrease 
randomly, and your efforts are 
rewarded by the thumbs-up sign 
at the bottom of the screen. 
You're aiming for three 
thumbs-up. 

Don't use any keys: just 
watch yourself. Alll you have to 
do is beat Geoff Capes — and 
that isn’t impossible. 


Variables 
SI vertical position of bar 
S2_ horizontal position of bar 
A-Y draw maze 
AS thumbs-up 


How it works 
19-90. draw weights 
1000-1011 draw man 
3000-5999 UDG 
7000-7999 draw legs 
9550-9999 procedure for end of 
game 


Next to the wei 
numbers from to. five, 
representing metres. You can 
alter the speed at which the 
weights are lifted by changing the 
random number in line 999, 
UDGs are underlined 


PAPER @: INK 


/=38 TO @ STEP ~1+ 


10,3; "Written By Andrew Fi 
ext’ 


10 LET a 
e sie19: LET 
St LET a=7@; LET 
75: LET e=15@: LE 

12 PRINT AT 19. 


20: LET a3 
Er 

Le 
1 


=78 TO 


78 STEP 2: PLOT 1,18: DRAW 
NEXT 1 

13 FOR 1=58 TO 125 STEP 2; 
$45,452 NEXT 1 

14 FOR 1178 10 1988 STEP 


7,38"R"4AT 5,347 E"20T 3 
is’ Fon 'f=1 TO 9: PRINT "FI 
TAT #,51CHRS 14430 # 


<5: NEXT 11 FOR 1m 


Nac 4545,-45¢ NEXT 1 
15/PRINT BRIGHT 15 INK 73 PAPER 1:0T 9y 

T 7,23; "D°sAT 5,23; "E"ZAT 3,255 "E "GAT 1 
16 PRINT” BRIGHT 1; INK 7;" PAPER 1;AT 


1 REM Weight-Lifting Written By Andrew Ritnon 1 


7 


PRINT AT 9.4 INK INT 


y FLASH 1sAT 9,94 "WEIGHT LIFTER" SAT 


toon"! DEEP .BO3,4+1: 


8 GO SUB 8308: GO SUB 1980: GO SUB 7008 


beet 


21s LET 94=221 LET p=? 

VelSs LET ceB@: LET de 

1 yn 

SINC 7e°TIME “sar 24 

yo STEP’ 2: PLOT 1,20: 0 
To 1 


ING INT! (RND#4} 633 
PLOT @,1: DRAW INK 4 


“21 PLOT 178,12 DRAW 1 


E*SAT 1,35" 
LASH' 1s INK 7} BRIGHT 1 


isCHRE 1442 NEXT £ 


DRAW @,y: DRAW S,@: DRAW 


DRAW 5,@: DRAW @,5: DRA 
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100 
1a 
ie2 
999 
1200 
toa 
1982 
DRAW 1,-21 


PRINT AT sty 

LET s4nn4-RhDeO.9 

TF sac? THEN CLS + GO SUB 9550 

LET bebsRND#l.151 GO TO 28 

REM Drawing OF Man 

Cer weio@: LET y=108 

PLOT nay! DRAM @,Se DRAW 7,14,-PI: DRAW S.-te 
DRAW fy-3! DRAW @,~2: DRAW ~1,-2: DRAW 


1903 DRAW 2,-1: DRAM 3,0: DRAW 

Al 5,52 DRAW @,31 DRAW’ @,2 

{oes DRAW 2,5,-P1: DRAM 
DRAW 2 


‘St DRAW 15,8: DR 


DRAW 5,51 DRAW 13,81 DRAW 3,5 
(er DRAW’ S,@: DRAM’ 2,2: 

DRAW 2,~ ¢ DRAW 8.18 

1012 FOR x=6 TO 20) ine 79AT @,xsCHRE 14538 

TLsxyCHRe AS,AT 2yxsCHRS 145: NEXT x 

1922 RETURN 

4999 REM User Defined Graphics 

‘5900 DATA @, 

OL DATA 126,129,165, 127, 

4, 72,8,8,62,62 

‘Seo2' DATA 124,240,76,24,48,,96,124 124, 126,6512,128 

3120, 12464126 

Shes DATA’ 6, 12,24,40,96, 188,126, 12,38,62,76, 126,12 

yt 126,124 

‘5004 DATA 2, 


+189, 129,126,24 56 


32,24,64, 


15 A366 52424 


36 
3005 DATA 12,30, 50,38,98, 255,255, 127,127,255, 255, 
27,17 255,255 1268, 32,96 , 259,295, 96, 52 

S059 For f-usk "a* TO USR'"1"+7s READ 
NEXT 

(68100 RETURN 
7000 REN Leos 


POKE far 


201 DRAM 2,61 DRAM @,-21 


7001 DRAW @,—182 DRAW 1 
DRAW ~B,: "DRAW O18 


7999" RETURN, 
8500 POE 23658,8: INPUT AT 21 


ER iy FLASH 13085" 


foe2' PAUSE 106; CLS : PRINT FLASH 1;AT 12,2;08;" 
PREPARE TO QUALIFY!™ 

ees 

$008 
7 


PAUSE 98: CLS 
RETURN 
PRINT AT 6,85 FLASH 1;"Your Time and Stamina 
cue! 

32 THEN LET demne” 
37 AND DCIS THEN LET dea". 

149 THEN FOR x=8 TO 50: BEE 
BEEP .@1,x05: BEEP .O1,x+ 


PRIN} tk INT" 
N87) 2 NEXT 4 
PRINT) FLASH 1;7YOU HAVE MATCHED THE EUROPEAN RE 
CORD! =: PRINT AT 18,8; INK 75"THUMDS UP= a! a a! 
fo k hts 8 TO 9562 
3683 fem BCA THEN LET d#="E" 
y364 GoD beLS8 THEN LET d¥e"c.ce* 
9565 IF bomi24 ize THEN LET de="E.e" 
9566 IF B>mi35 130 THEN LET de"F.0" 
9567 IF bontay nE.cE* 
Jeg 1F bo=148 THEN LET deere. go" 
7369 AND bé=136 THEN LET deer." 
378 AND be=i35 THEN LET d8="E. o* 
Jari IF boeise THEN LET d8="a.G*s CLS 1 PRINT “YO 


GP HAVE BEATEN THE WORLD RECORDOF G HETRES.....¥OU 
SCORED A NEW HEIGHT OF “id8s GO TO 9571 

S575 PRINT © PRINT 1 PRINT "You Lifted 0808 Ibs to 
a height of “7d8;" metre! "i PRINT "The EUROPEAN 
record still standsat i setres” 

So7e TF boni3t THEN PRINT AT 10,0) INVERSE 1)°THU 
res UP = : 

9977 IF b>=139 THEN PRINT AT 18,0; INVERSE 11 "THU 
fos UP k 


9999 PAUSE 


ammes for your Spectrum when a world of free telesohware’ is open to you. Discover 
Dulletin boards and open a whole new world. Even user Io user 
Everbody'a doing it— linking their home computers to giant mainframes and networking tothe thousands 


Why buy 
Prostel, Micronet 800, Viewtax, 


fof other micro users via the phone and a modem. 


‘A whole new world of mainframe games, electronic mail ree telesottware’, electronic notice boards. real 
time conversation, armchair shopping and home-banking willbe at your fingertips! And at local and cheap 


rale, phone charges are only around 40p tor a whole hour's entertainment. 


Spectrum 16k, 48k, Spectrum + and the VTX 5000 Madem comes complete with all the software (in ROM) 
aoecrod to access ihe world of electronic communications, networks, telesoftware and databases (both public and prva 


£3.95 as| extra). 


Tae a end requires no external power and fits under your spectrum to become part ofthe machine. Only one lead inks your computer to the outside 


User lo user software on cassette 
world. 


FOR THE SPECTRUM 16K, 48K AND SPECTRUM - THE VTX S000 IS AVAILABLE AT A VERY SPECIAL PRICE 


£49.95 


inclusive of VAT and P&P 
for a limited period only. 


‘All modems provide 1200/75 baud, enabling access to Prestel, Micronet 
800, BT Gold, Farmlink, Citiservices, Homelink, and some free bulletin 
boards (some databases and networks require a small subscription) 


‘Simply clip the coupon and send it with a cheque |” =| l 


(payable to Modem House) to: 
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a 
Please send to me: 

3 Spectrum Modem(s) £49.95, 

CO User to user software £3.95 


lenciose £ 
| ame 
Address 


Telephone 
Please allow 28 day delivery 
This offer applies only while stocks last. 


VIC-20 GAME 


Avoid the pounding 
lorries in this 
obstacle game by 
Paul Burke 


In this version of the well- 
known arcade game you control 
the frog in its efforts to reach 
safety. 

You start out at the side of 
the road. Traffic is speeding by 
in both directions. Hop across 
the road avoiding the cars and 
lorries until you reach the river 
bank. Now jump on to the 
floating logs. Be careful not to 
fall in the river, as this means 
death. 

Finally, jump into a den at 
the top of the screen and you 
will receive 500 points plus a 


y 


ih 


HH 


time bonus. When all five dens 
are occupied you get a 1500 
point bonus and go back to the 
start; the traffic and logs 
however now move a little 
faster. You are allowed a 
maximum of 30 seconds to get 
each frog home. You start off 
with three lives and win an extra 
one every second sheet. When 
the game ends, if you have a 
high score you’ can enter your 
initials in the score table which 
holds the five best scores of the 
day. Controls are: T forward, 
H right, V back, F left. 

To start the game press any 
key. 


Variables 
A. width of screen (22) 
C difference between screen 
and colour memory (30720) 
F number of occupied dens 
H_ skill level: the lower it is the 
harder the game is 
L_ number of lives left 
M_score 
S,S-1 sound registers 
S+1_white noise 
TI VIC's own timer 


T.U.X_ general purpose variables 

V’ volume control 

AQ) occupied den arre 

SQ) high scores array 

HS() high scorer’s array 

HS used in GET statements 

DS contains a line of road 
markings 

GS used for frog printing 
routine 

TIS VIC's own internal clock 

QS contains [HOME] [21xCUD] 
IRVS] [WHT] 


How it works 
1-2 initialise variables and arrays 
3 set up variables for a new game 
4 display number of lives left 
5-6 main part of game: SYS6971 
scrolls cars and logs and 
moves frog 
7-14 dead frog routine 
19 frog has reached den 
routine 
20-23 all dens filled 
24-29 set up screen 
30 initialise machine code 
variables 
31-32 routine to print in dens 
the characters in GS 
33-45 game over and high 
score table routine 
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Listing 1. 


@ POKES2,27! POKES ,27!POKESS ,58!POKESS -SStCLR 

10 FORT=697 1T0764 1 !READA! POKET At B=B+At NEXT 

20 IFB<>7S986@THENPRINT"7ERROR IN DATA" ?STOP 

3@ LOAD 

10@ DATAS2, 191,29, 160,0,177,251 201,31 ,248,5, 169,8,133,/9-96 
101 DATAIGS 87,145,251 ,165 ,252 ,24, 185, 120,133 ,252, 165,195, 145,251,165 
102 DATA197 -201,5@,208,4, 198,254, 198 ,254 201,27 ,208 ,4,230 ,254 230 
103 DATA2S4 ,201 43,208 2,230 253,201 ,42 ,208,2, 198,253 ,201,64,240 

104 DATAS,169,128,141,11,144, 165,254,201 ,22,208,4, 169,20, 133,254 

105 DATASZ, 120,29, 165,254,201 ,2,240,4 ,201 6,208 2,230,253 201 

106 DATAG,240,4,201,6,208,2,198 253,32, 191,29, 165,253,201 ,255 

107 DATAZGS,9,201,22 ,208,5,169,4,133,9,36,160,8,177 251,133 

188 DATAS7 -201,15,176,5,169,18,133,9,96,169,31,145,251, 165,252 

109 DATAZ4, 105,120, 133,252,177,-251,133,195,169,5, 145,251 -96 , 162,198 
110 DATAI8S,21,30,201,32,208,10,169,0,157,21,30,169,6,157,21 

111 DATAIS@, 189,21 ,30,201,8,240,9,189,21,158,24,105,8,157-21 

112 DATA1SO,202 ,208 ,220,96 

200 DATAGSS 455 ,255 ,255 255,255,255 +255 ,0,1-2,63,115, 103/18, 12 

201 DATA2S4, 17, 16,255 255 ,255 0,08 8, 128,252, 156,108,144 36 

202 DATAG,255 143,175,143, 191,163,171 ,0, 188,164,164, 164,164,166 ,254 
203 DATA23S 225 237 ,225 255 ,148,93,0, 190,198,191, 191,254, 164 ,24,8 
204 DATAQ,1,1,8,15-63,229,24,6, 184,128, 156,226 -235 ,226 ,26 

205 DATA3,15,3,9,15,15,3-2, 192,248, 144,144 ,240 240, 192,64 

286 DATAI95 -112,204,3,3,204,112,192,195,14,51,192,192,51,14,3 

207 DATAI27 -65,65,127,115, 109,18, 12,12, 18,51 ,63,23,24,15/27 

208 DATAIG, 72,204,252 ,232 24,240,216, 19,83, 123,253 223,75 ,33,192 
209 DATAZOO 202 ,222 191,251,210, 132,3,219,219,219,219 219,218,219 ,219 
210 DATA2SS 85,85, 170,178,85,85 255 ,0, 123,66, 122,10,10,123,8 

211 DATAG, 222,82 82,8282 ,222,0,0,19,50,82,18,16,123,0 

212 DATAG;123,10,10,58,10,123,0,221, 187 ,221, 187,221, 187,221,187 

213 DATA2SS ,36,73,146,36,73, 146,255, 153,189,219, 126,126 255,153,129 
214 DATAI26 255 255,255 ,255 255 ,255 126 ,255,165,0,0,0,0/0,0 

215 DATA2SS 129,189, 165,165,189, 129,255, 146,186,214 56,56 254, 146,130 
216 DATAG,2,8,0,0,0,8,0,119,39,17 58,195 ,S2,23 34 

300 DATAIGS,0,133,2,165,1,24,105,120,133,3,160,0,177,0,72 

3Q1 DATAI77 2,72 ,200,177,0, 136,145 ,0,200 ,177 2,136,145 2,208 

32 DATAZOO, 192,22 208,239, 136,104,145 ,2,184,145,8,96,165,0,/133 

303 DATA, 165,1,24,105,120,133,3,168,21,177,0,72,177 2/72 

304 DATAI36,177 0,200,145 0,136,177 ,2,200,145,2,136, 136,192,255 

305 DATAZQB 239,200, 104,145,2, 194,145 ,8,96, 165,87 -201,32,240,4 

306 ODATAZO1, 15,1764, 160,08 ,234 ,234 , 169,30, 133-1, 168,44, 1330 

307 DATA3Z 61,29, 169,88,133,0,32, 16,29, 169, 132,133,0,32,/61 

308 DATAZS, 169,176, 133,0,32, 16,29, 169,8,133,0,169,31,133/1 

309 DATA2Z, 16,29, 169,52,133,0,32,61,29, 169,96 ,133,0,32,16 

310 DATAZS, 169, 140,133,0,32,61,29, 169, 162,133,0,76,61 29,162 

311 DATAZ2, 169,30, 133,252, 165,253, 133,251,165 ,251,24, 101,254, 133,251 
312 DATAIGS ,252,105,0,133 252,202 ,208 ,240,36 


Listing 2. 


1 PRINT "id" §0=30720! V=36878! POKEV-9 ,255!S=V-2!A=22!DIMAC4),S(5) ,HS(5)1GS= "OP 
ar* 

2 FORT=OTO41 ACT) =1tHS¢T)="VIC" £SCT)=1E3 1NEXTIHS(O)= "PGB" 1S(8)=2ES!POKEV +1, 121GOT 
a2 

3 L=3!M=2@tH=130!FORT=0T04! ACT) =O!NEXT!F =0!:GOSUB24 

4 GOSUB30! OS = "EEE": IF NOT-LTHENFORT=2TOL ! POKES 162+T ,31tNEXT 

5 POKEV 255! PR INTQSRIGHTS(TIS,2> ,Mt IFPEEK (254) =8THENIS 

& SYS6971!FORT=17TOH!NEXT!POKES-1 ,@t IFPEEK (3) =@ANDTI < 1GQ@ANOPEEK (253 ) <22 THENS 

7 L=L-1tX=PEEK (253)! IFX<21THENS 

@ IFX221 THENY=20! IFPEEK (253) >2OOTHENK=9 

9 POKE2S3 ,X!POKES-1,0!POKES+1 ,O!SYS7615! T=PEEK (251) +256 #PEEK (252) 1X=C+T 

1@ POKEX,1!POKET,27 !POKES ,200!GOSUB14POKET 26! POKES , 180!GOSUB14!POKEX+1,1!POKEX 
+AL1 
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11 POKEX#A+1,12POKET, 10! POKET+1,111POKET#A, 12!POKET+23 , 13!POKES ,O!FORT=15TO@STEP 
-1 

12 POKES+1 ,200+T! FORU=1TOS@!NEXT! POKEV,T! NEXT! POKES+1,@1 IFL=@THENPOKE 198 ,@:G0TOS 
3 

13 GOsUB24:GoTO4 

14 POKET#C, 11 FORU=1 TOGO! NEXT! RETURN 

15 POKES~1,Q!X=INT(PEEK (253/49! IF ACK) THEN? 

16 POKES+1 ,O1ACK)=1!PRINT"MYTAB(2+K 84) "MV" tMaM+ZE3-T11GS=" SOP MMR" SPOKEV, 15 

17 FORT=200T0245!FORY=TTOT-3STEP- 1 !POKES ,Y!NEXT!NEXT!GOSUBS 1 !FORT=OT0 1SSTEP. 1!PO 
KEV,T 

18 NEXT!FORT=1S5TO@STEP-.1!POKEV, TINEXT!F =F 411 IFF=STHENZO 

19 POKES ,@!GOSUB30:G0TO4 

20 X=1:F =O! POKEV, 151POKES 0 tH=H-S¢ IFH/10=INTCH/1)THENLSL+1 

21 FORY=MTOM+ 1S@OSTEP 10!PRINTGS,Y!POKES+1,238+%:G8="—KV" 

22 GOSUBS11FORU=1TO1O:NEXT!GS=" MMMM “!GOSUB311X=x+1!POKES+1,0:NEXT 

23 M=M+ 15001G$="Ga] TMH"! GOSUBS 1 t FORT=8T04 1 ACT) =81NEXT!GOSUB3@1G0 TOS 

24 PRINT"BC) 108) 100118) 100) COCO MMO ARI CRRI ORR ORME C me; 

25 PRINT MEY YY YERORRETY YY YY YORE" PRINT" SRR YY YY YY" ¢PRINT "MY YY YOY YY 
<a 

26 PRINT" SY YYYRRPRRRRRBBISYY"1GS=" SOP MMMMOR” 1 05= "ct OF OF Oe OF OE ob Oe Oot oo 

2? PRINT*ME222Z222222222222222Z22 * PRINT" ABCAMH [MMB " OF; PRINT "RCRA 
c*,psr 

28 PRINT" MRORBBRBBASC GH IMR" :PRINTOS) PRINT" ROE ROME 

28 PRINT" MF SSMMMBBBE EES" PRINT" 92222222222222222222222 " tSYS?7 1291 GOSUBS1 

30 POKES, Q1POKES7 ,261POKE253, 16! POKE2S4 ,20 ! POKES 138,31! T1$= "800008"! POKE195,1:RE 
TURN 

31 PRINT"ER"? 1FORT=O704# IFACT)=1 THENPRINT "MI"? TAB (24744) 565 

32 NEXTIPRINT* SM" s ERETURN ; 

33 PRINT APPR PPRECANERDVER* :PRINT"ORMMMBBEIT A KEY" IGETASHIFASC >" °T 
HENSS 

34 FORU=1 T0200: NEXT! PRINT" CCRMMMMMEEE 22222222"! FORU=1TOZ00!NEXT!GOTOSS 

35 GS="MSOPMMMDR" !FORT=OTOS1ACT) =1tNEXT! IFM(S (4 THENGE 

36 188": PRINT"UMMENTER INITIALS-__smme"s {FORT=1T03:POKE 196 ,O:WAITI96, 11GETAS 
37 UsASC (AS) t IFUC330RU>128THENAS==_* 

38 PRINTAS! 1 18=1+AS!NEXTIHS(5)=1815(5)=M 

39 FeOtFORT#O704! IFS(T) >=S(T+1)THENAL 

40 URSCT+1D15 (THI) =SCTIESCT) MUt ISAHSCT+ 1D THECT OL SHS CT) IHSCT) @1StF aL 

41 NEXT! IFETHENSS 

42 PRINT"d" {GQSUBS11PRINTTAB CS) "ARMEETODAYSEBEST® , TAB C6)" ——ny 

43 PRINT" SME” : FORT =0T04! PRINTTAB(G) "M"H#(T> /S(T>tPRINTENEXT!USU42! IFU>7THENU 
"1 

44 POKES46 ,UtFORT=1T0S@0!NEXTIGETAS! IFAS=**THENGS 

45 GoTO3 
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BBC GAME 


Mutant beachballs 
are out to crush 
you. Can you 
survive? 

By Stephen Gray 


‘An evil wizard has changed you 
into a bert and put you in 
wobble land. Your task is to 
change the land’s colour by 
jumping on the squares. Don’t 
jump off the land — it’s a long 
drop, and beware of the mutant 
beach balls which jump down to 


390-920 fill in square sub. 
routine 
930-970 draw sides of square 


subroutine 


980-1120 


routine 


1130-1160 
1170-1290 
1300-1540 


routine 


1550-1690 
subrout 
1700-1800 


initialisation 


sub: 


art new game 
new level subri 
new high score sub- 


display high scores 
tine 
dead bert subroutine 


Variables 


BXY% ball co-ordinates 
R% delay for ball bounce 
BB% number of ball bounces 
A% bonus 

X8,¥%e bert co-ordinates 
P&% colour of square bert's on 
M@,Ne_bert’s last co-ordinates 


H% has bert moved or not? 

3% which way bert is facing 

C% colour of squares at start 

CC% — colour squares are 
changed to 

MX%e,.MYe% ball last co- 
ordinates 

BS_prints ball 


MS,NS print bert 

H%(8) high score array 

NS(B) names of high scorers 
array 


crush you. BY squares filled in Vo%_rank 
Keys 10 REM seanenneeenennenene 
North-west A 20 REM * QUAD WRANGLE = * 
North-east * 30 REM * By Stephen Gray * 
South-east Z 430 REM * For H.C.W. 
South-west ? So REM * BEC MODEL B+ 
40 REM * Grayface . 
50 REM exwesunnanneenaneee 
80 MODE 7 
How it works Soeaaito 
10-160 initialisation 100 #FX19,10 
170-260 main loop 110 PROCinitialisation 
270-440 bert subroutine 120 MODE 2 
4450-580 ball subroutine 130 VDU 235820250505 04 
590-880 draw screen subroutine 180 Lut 1S%=08 DieO2 L202 BYX@B00 
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150 PROCscreen 
160 TIME=o 
170 PROCbert 
180 IF RND(220-(L% MOD9)#20)=1 AND BB%=0 BX%=RND 

(8) #128+96: BB%e5: BYZ-B00: R%=100 
190 IF BB%<>0 AND R% MOD1O=0 PROCdi sc 
200 R%@RZ-1 
210 IF D% PROCdead:G0TO1130 
220 IF B%=43 PROCLevel :G0TO150 
230 AX@5O-(TIME DIV100) sVDU4:COLOUR7: IF A%>9 PRI 

NTTAB(12,3);A% ELSE PRINTTAB(12,3) 3 "0"3A% 

240 VOUS 

250 IF A%=0 GOTO1130 

260 GOTO170 

270 DEFPROCbert 

2B0 MkeX% NK=YKs PRePOINT (X%+32, ¥%+6) 

290 IF INKEY(-66) X%=X%~64: YimV4 128s Hiel sI%81:6 

OTO330 
300 IF INKEY(-98) X%=Xx%+64: YX=V%-128:H%N110%2:6 

OTO330 
310 IF INKEY(-105) x%=X%-642 YX=Y%—128:H%eL 1 %=1s 

B0TO330 
320 IF INKEV(-73) Xxex%ee4s YeeVKe1201HKe1 2I%=2 
330 IF P%<C>C% AND PX<>CC% D%=,:ENDPROC 
340 IF (PX<>C% AND PXCOCCH) OM (POINT (x%+32,¥%48 

9<30% AND POINT (X%+32,Y%#8)<>CCX) Dike sPROCEALI (HK 

~32,N%-32,0%) s ENDPROC 
‘380 IF iO ENDPROC 
340 GCOLO,0 
370 MOVE X%,¥%:IF J%=1 PRINT NS ELSE PRINT HS 
380 COLOURS 
390 IF P=C% By 

@B (5,3) 58%: VOUS 

400 PROC 11 (M7 


B41: S%=S%+1 : VDU4: COLOUR7# PRINTT 


1-32,NX-32, 00%) 


420 SOUND 1,1,100¢L%05,3 

430 IF BX%=8k% AND BY%mY% THEN DX=1 

440 ENDPROC 

450 DEFPROCGi sc 

460 SOUND 2,2,0,10 

470 MX%mBX%i MV Z=BY% 

480 ON RND(2) GOTO 490,500 

490 IF BX%>160 BX%=BX%-64:G0TO 510 

S00 IF BX%<1088 BX%=BX%+64 ELSE GOTO 490 

510 BYZeBYZ-128 

520 

530 PRINT; BS 

540 IF BB%<S PROCEI11 (HX%-32,MY%-32, POINT (MXx#10 
MYR) 

550 BB%=BBY-1 

560 IF BX%=X% AND BYK=Y% Dyet 

570 IF BB%=O PROCEi11 (BX%-32,BY%~32,POINT (BX%+10 
+BY%)) :BY%=600, 

580 ENDPROC 

590 DEFPROCscreer 

600 youa 

610 FOR A=1 TO 12:VDU 19,A,0505sNEXT 

620 IF LUMOD2=1 Cx=arcC%e1 ELSEC%=12CC%=4 

630 IF _L2Z<>1 PROCFI11 (X%-32,¥%-32,0%) 1G0T0770 

640 RESTORE 660 

650 FOR G=1 TO 15:READ F,HsSOUND2,7,F ,HsNEXT 

660 DATA 53,4,53,2,53,6,35,6,69,4,69,2,69,6,53,6 
153, 4,69,2,81,10,81,2,73,4,69)2,61,6 

670'FOR Y=128 TO 800 STEP2S4 

480 FOR X=128 TO 1152 STEPi2e 

490 PROCaide(x,¥) 

700 PROCEi11 (X,¥,CX) 

710 NEXT; 

720 FOR Y=256 TO 512 STEP256 

730 FOR X=192 TO 1088 STEP128 

740 PROCside(x,¥) 

750 PROCEi11 (x,¥,C%) 

760 NEXT, 

770 IF BY%<B00 PROCEi11 (BX%-32,BY%-32,C%) 

780 COLOUR12:PRINTTAB(S, 1); "QUAD WRANGLE™: COLOUR 
2: PRINTTAB (2,5) ; CHRS238; CHR$239; CHRS9s s COLOUR7:PRI 
NT} 8%: COLOURS: PRINTTAB (9,3) 5 CHRS2403 CHRS241; CHRS24 

RINT ;"5O "s+ COLOURI : PRINTsCHRS243; CHRS: 


790 COLOURS: PRINTTAB(2,5) "CHANGE TO 
PRINTTAB (12,5! 

800 VDU255,255,255 

B10 X%m160s ¥%=160: B%WOrH%=0: AZASO8 IZ 

820 BY%=B00: BXZ=0 

830 R%=0 

840 BB%=0 

850 FOR A=1 TO 12:VDU 19,A,A503:NEXT 


COLOURCCX: 


B50 VDUS 

870 MOVE X%,Y%:PRINT Ms 

880 ENDPROC 

890 DEFPROG#i11 (Ax ,B%,C%) 

900 GCOLO,C% 

710 MOVE AX,Bu:MOVE AX+64,B%+64:PLOT 85,A%+64,B% 
~64:PLOT 85,Ai+128,8% 

920 ENDPROC 

950 DEFPROCsi de(Ax%,B%) 


970 ENDPROC 

980 DEFPROCinitialisation 

990 ENVELOPE! ,1,10,10,20,1,1,1,120, 
100 

1000 ENVELOPE 2,128,2,2,10,20,20,20,127,-47,0,-B0 
1127;80 

1010 ENVELOPE 7,1,0,0,0,1,1,1,120. 
1020 DIM Hx(B) ,NS(B) 

1030 FOR A=1 TO G:H%(A)=200-A#20:NS(A)="Grayface’ 
NEXT 

1040 PROCShow 

1050 VDU23,255,255, 255,255, 255,255,255, 255, 255,25 
1224, 112,248,232, 203,207 , 255,223, 192,23,225,0,0,0, 
04 16,16,0,0,23,226,0,0,16,48,32,0,32,56,23, 227,240 
1248, 112,96,0,0,0,0,23,228,0,0,0,4,231 ,255, 255,254 
1060 VDU23, 229,14, 31,23, 211,243,255 ,251 323) 230 
0,0,0,0,8,8,0,0,23,231 ,0,0,8,12)440,4528,23, 252,31 
131, 14,6,0,0,0,0,23,233,0,0,0,96,231 255,255,127 
1070 VDU2S,236,0,0,24,0,126,0,255,0,23,237,0,040, 
60,0, 126,0,255,23,234,255,0,126,0,60,0,0,0,23,235, 
0,255 ,0,126,0,24,0,0,25,238,219, 146,146, 210,82,82, 
82,219,23,259, 187,170,170, 187,178, 170,170,171 

1080 VDUZ3,240,206, 170,170,202, 170,170, 170,206,235 
241149, 149,213,213, 181, 181,149,151 ,23,242,96,64, 

96 ,32,32,32,96,23,243, 154,146,146, 154,146, 146,1 

45,217 ,23,244,180, 164,164,180, 164,164,36,54 

1090 M#=CHR#16+CHRSO+CHRS3+CHR$224+CHREG+CHRE10+C 
HR$227+CHRSG-*CHRS 1 1 +CHRS18+CHR#0+CHR#0+CHR#225+CHR 
$0 +CHRS18+CHR#O+CHR#2+CHR#226+CHRSG+CHRE10+CHRS 10+ 
CHREO+CHREO+CHRE220 

1100 N&=CHRS18+CHRS0+CHRS3+CHRS229+CHREB+CHRE10+C 
HR#232+CHRSG*+CHRS1 1+CHR#1B+CHR#0+CHREO+CHRS250+CHR 
$0+CHRS16+CHRSO*CHRS2+CHRS231 +CHRSG+CHR#10+CHR#10+ 
CHREO+CHREO+CHREZSS 

1110 BS=CHRS16+CHR#O+CHRS9+CHRS236+CHREB+CHR#10+C 
HR#234+CHRSG*CHRS 1 1+CHR#18+CHREO+CHRE1 1+CHR$237+CH 
REB*CHRS10+CHRS235, 

1120 ENDPROC 

1130 MODE7 

1140 PROCHi_scores 

1150 PROCShoW 

1160 GOTO120 

1170 DEFPROCIevel 

1180 FOR A=1 TO 300:NEXT 

1190 bua 

1200 REPEAT 

1210 SieS%+12Ax=Ax-1 

1220 FOR B=1 TO 100:NEXT 

1230 SOUND 1,-15,A%+4,1 

1240 PRINTTAB(S,3)jS%11F AZ29 PRINTTAB(12,3);A% E 
LSE PRINTTAB(13,3) 50% 

1250 IF A%=9 PRINTTAB(12,3) 5 "0" 

1260 UNTIL Ax=0. 

1270 FOR A=1 TO 4000:NEXT 

1280 LaeLxet 

1290 ENDPROC 

1300 DEFPROChi_scores 

1310 IF S%<=HX(8) ENDPROC 

1320 Vi=0 

1330 REPEAT vxevxe1 

1340 UNTIL S%HX(V%) 

1350 IF vZe8 GOTO1390 

1360 FOR NS=8 TO V% STEP-1 

1370 HX (NS) HY (NS-1) ENS.(NS) =NS (NS=1) 

3380 NEXT 

1390 Hx(vx)=5% 


120,40 


1400 PRINT’ *‘CHRS131;CHRS141;" CONGRAT| 
ULATIONS* 

1410 PRINTCHRS131;CHRS1415 CONGRATULA| 
TIONS" 


1420 PRINT’ *“CHRS129;CHRS141" 
S RANKED "3 V% 

1430 PRINTCHRS129;CHRS141” 
ANKED "5.V% 


YOUR SCORE 1 


YOUR SCORE IS R 
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1440 PRINT’ ‘CHRS130;" ENTER YOUR NAM 
1450 PRINTTAB(11, 18) ; CHRS134;CHRS1575CHRS1325" 
“;CHRSI56 

1460 Ne (vx)="" 

1470 *FX15,1 

1480 PRINTTAB(14,18) 5°"; 

1490 ASGET:IF Aei3 GOTOIS40 

1500 IF @=127 AND LENNS(VZ)=0 VDU7:G0TO1490 

1510 IF A=127 NS(VZ)=LEFTS(NS(V%) ,LENNS(VZ)~1)2VD 
ua:GOT01490 

1520 IF LENNS(VZ)<14 NS(V%)=NS (VX) +CHRE (A) sVDUA E 
LSE vbU7 
1530 GOTO1490 
1540 ENDPROC 

1550 DEFPROCshow 

1560 CLS 
1570 PRINTCHR#131;CHR#157;"" 
1590 PRINTCHRS131;CHR#157;CHRS129;CHRS141;" 


u WRANG 

1590 PRINTCHR#131;CHR#157;CHRS129;CHRS141;" 
UAD WRANGLE* 

1600 PRINTCHR#131 ;CHR#1575CHRS132; " BY STE 
PHEN GRAY" 


1610 PRINTCHRS131 5 CHRS1575"" 
1620 FOR A=1 TO 7 


to “aNECAD 
1650 PRINT 'CHRS129; +H% (8) “yNs (8) 
1660 #FX15, 1740 MOVE 400,500:MOVE 400,400: PLOT8S, 950,500: PLO 
1670 PRINT’ ‘CHR#134;CHR#136;" Press RETURN t |||7 95,950,400 
p start" 1750 GCOL 0,0:MOVE 512,466:PRINT*R.1.P." 
1680 ASGET:IF AC>13 GOTO 1680 1780 RESTORE1780 
1690 ENDPROC 1770 FOR G=1 TO9:READ F,H:SOUND2,7,F ,HsNEXT 
1700 DEFPROCdead 1780 DATA 33, 9,359 y2543417 4341543513, 5y174: 
1710 GCOL 0,6 p78 
1720 MOVE 600,100 1790 FOR B=1 TO 7000:NEXT 
1730 MOVE 750, 100:PLOT @5,600,700sPLOT 85,750,700 1800 ENDPROC 


ANCHORLORD LTD. 


COMMODORE PACK C64, DATASETTE, REFERENCE GUIDE 
BOOK, JOYSTICK, CARRYING CASE + INTERNATIONAL 
SOCCER + SIMON'S BASIC é £24) 

COMMODORE PORTABLE SX64 £450 
COMMODORE + DISC DRIVE + PRINTER + EASY SCRIPT + 
a ae ola ons. ‘ £538 
PRINTER DPS 100 . £300 
‘SIMON'SBASIC + INTERNATIONAL SOBER £35.50 


lite ae seensense esesteeer lS 


SIC. FOR EVERY £30 


AMSTRAD GREEN MONITOR)... it Re reenrren > (| 

AMSTRAD (COLOUR MONITOR). meee | YOU SPEND WITH US,< 
ELECTRON .........-...----sseesensseeeesees : cove L125 bl det 
BBC «DFS INTERFACE. 399 x? ASINCLAIR C5!!*- 

MEDIC DATASYSTEM. 1 HWEGABYTE DISCORIVE. £249 bells 100th customer drawn from our hat 
1541 FLASH FROM SUPERSOFT £89.95 will win a Sinclair C5. All runners up 


ALL PRICES INCLUDE VAT pee renee atte uaine! 


‘ALL BIG NAMES IN SOFTWARE 


SPECTRUM 
Everyone's a Wally..... 
Alien 8... 

Raid over Moscow 
Ghostbusters... 
Daley Thompson Decathlon... 


8.95 
8.95 
695 Mailorder only. Send chequee/POs to 
8.95 
5.90 


ANCHORLORD LTD. 


nternationsl Business Centre, 29 Glasshouse Streat, London W1 
Just a few examples of our latest stock. Phone for details Srtalephome 01-734 0000 


Page 38 HOME COMPUTING WEEKLY 7 May 1985 


IF YOU USE YOUR COMPUTER TO 
PLAY GAMES, THEN YOU CAN’T 
AFFORD TO MISS. — 


This fantastic new magazine appears 
on March 22 1985 and on the fourth 
Friday of every month after at the 
price of 95p. 


Hach issue will be produced in 
cooperation with Eecaan our 
Interplanetory Adviser who on his 
home planet, Aargon, is a member of 
the Association of Supreme Players. 
He will be monitoring developments 
in the games industry and advising 
Computer Gamer readers with all 
their gaming problems. Included in 
each issue will be pages of review of 
the latest games releases, special 
Adventure features and a help-line, 
invaluable articles on how to ‘crack’ 
specific games a high-score page, 
exciting programs to type in for 
most of the popular home computers, 
news, competitions, reviews of 
peripherals and computers 
themselves if relevant to the games 
field and LOTS more. 


Also, all readers of Computer Gamer 
will have the opportunity to join 
our tremendous Reader’s Club — 
each member will receive a 
membership card and a regular 
newsletter which will contain up-to- 
the-minute news and all sorts of 
offers on a variety of products. 


So all-in-all there’s no way you can 
afford to be left out of the great new 
revolution in games computing — 
rush out and buy your copy NOW! 


You cannot be serious!! 


About software, that is! Or at least you can’t until 
you've made an intelligent decision about 
hardware. 


Computers? Printers? Disc drives? Joysticks? 
Peripherals? Extra RAM? 


I mean, there's a serious danger of going crazy just 
trying to understand the choices. Let alone coming 
to an intelligent decision. 


Micro Choice is your answer. Every quarter it 
collects a range of hardware reports so that you can 
make your own choice of micro or add-ons. 


Then you can forget about being too serious and 
start having fun. Easy when you think about it, isn’t it? 


MCLE 
CHUGH 


Now Gold Star life membership of 
‘The Software Library is your key toa vast 
‘treasure trove of tapes costing up to £18 each. They 

‘0 yours whenever you want them, three at a time. 

1 full week's rental won't ever cost you a penny in hi 

Library has the resources to make such an amazing 
‘Our ten fe computer endures fast service 
irom aver 80 top 


iB HRSSRRRERES 


freade games, 124 Advontu 
Utites and serious applical 
imodore 64 and ZXB1. New releases are cons 
ld coat you £24; as an Introductory offer, 
Wu can take away 


What's more, you can sell your surplus software to other members (we have over 
$0001) and recoup the coat of membership in no time at all. We offer huge 
‘discounts on per nd tapes. and 80 much more. a now on 
‘720 802782, quoting your Access number, oF return the coupon without delay! 


BSRGRRRRRRRATSRRRENRARES! 


Prmieeitietieti ete 


SOFTWARE LIBRARY ranau.nno. uss. 


tap 
{enclose cheque/P.0. for £ 


SRSRRERRRASRAERSRDRRRRRSReRGEREEAS: 


isi sige 


se 
Sioteepter sperntenan, On 
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s 1 explained in my last 
defined 


article, use 


ful for games programs and are 
easy to make. However, the 
process is time consuming and it 
would could 
an elec 

paper with you 
fill in the 
and the com 


be nice if you 
ine the characters ¢ 
graphi 


defi 


simply 
app 


priate dot 
culating the 
w. Well, a 


will be prin 


do just 


weeks. 
will be the 
So i 


In each article, a section 
oughly explained, 
should prove a useful pro 
pre 
invaluable 
Fir 
facilities 
utility 


must decide 
from 
Obviously, we 


program. 
able 
character on an enlarged grid 


We alsc 


n define 


want it to be shown in 
design the 
ed mode, S 


character in enlai 
the basis of 
large 8x8 grid i 
about via the cursor k 


and each dot may 


Filled ir 
While we 
might as well print 


deleted with ease 


Cit, We he 
number for each row 

Now th 
the basis ¢ 
frills’ 


include the 


we've decid 
thi we need 
T have decided to 
usual facilit 


utility 
he 
s such 


as clear grid, rotate left/right 


invert, upturn and mirror. All 
hese “facilities may be used 
during editing 

Probably the most importat 
facility is save, which you 


allows you to save the charac 
ters in BASIC format, such a 
1OVDU23, 224,255.23, 54, 

3,43,66,34"". Thi 


65 is useful 
of characters 
but is often neglected 


© the quickest way to 


modularly, that is 


the program in small distinct 


9, definitely no 


you with the 
the program 
it’s 

statements. 
add 
That 
next article, 
main procedures. 


GOTOs or GOSUBs. Recently 
here's been a big debate over 
his and some people seem to You can immediately see the 
avoid using GOTOs without | structure of the program and 
knowing why. Well, using | yet, we have hardly written any 
GOTOs slows down program | code! In this way, you can write 
development and also makes | PROCedure “init”, then debug 
debugging a pain in the neck. | it, then PROCedure “main 
Because of the inclusion of pro- | then debug that and so on. It 
ced in BBC BASIC, you | also means that if you find a 
can start writing a program bya | bug at a later stage, you can 
section of code such as the one | quickly track it down and deal 
shown below with it 

So to finish off, 1 will leave 


first few lines of 

As you can see, 
series of PROC 
All that’s left is to 
the various procedures! 
it for this week. In my 
I will go on to the 


just a 
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PERIPHERAL 


Richard Seeley 
gives the thumbs-up 
to Micro Pulse’s 
ROM Box 


One of the BBC’s most useful 
design points is its ability t0 use 
up to 16 paged ROMs. One of 
its worst design faults is that 
there are only four sockets pro- 
vided for such programs to 
occupy. This means that many 
users have a need for more 
ROM space and there is a whole 
range of options available: 
internal and external ROM 
boards, ROM cartridge systems 
and even RAM-based emulators 
which allow you to load such 
programs from disc instead of 
assette. The question is which 
one of these systems best suits 
your needs and is available at 
the right price 

This product from Micro 
Pulse may seem slightly strange 
at first glance. It is an external 
ROM box with spaces for eight 
ROMs but only one of which 
can be used at a time. This 
might be construed by some as a 
rather useless concept: why 
have eight sockets and only be 
able to use one? 

T have to disagree. Having 
used the box for a number of 
weeks I find that not only does 
it fulfil_a purpose but it can 
make life much easier for the 
ardent BBC user and reviewer. 

The unit is supplied as a 
cream coloured box, connecting 
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cable, instruction sheet and 
guarantee, Fitting is simplicity 
itself and the explanation sheet 
is quite specific although a dia. 
gram might help those less 
familiar with the machine, 

The cable trails from the right 
hand side of the BBC case and 
canbe lightly clamped into 
position when you screw the 
case back together. This then 
connects to the box via an 
insulation displacement con- 
nector. This is an excellent 
feature as it makes the BBC 
easy to transport and the box 
itself cableless. 

At the top right of each 
socket there is a red LED, 
which responds to the switch 
which selects the ROM to be 
powered. This toa is a good 
design feature and shows in- 
stantly through the perspex 
cover which program is ready 
for use. As all the ROMs are 
memory mapped into the same 
area and share a single register 
location, they can be switched 
with the BBC power on and 
then called as required. 

One of the sockets is a zero 
insertion force socket and this 
allows very easy exchange of 
ROMS with no damage possible 
to either ROM or board. You 
simply place it between the 
“jaws” and then clamp them 
shut, All the other sockets are 
of the usual main board type 
but are of a very high quality 

I thought at first that this box 
would only have been of use for 
language ROMs which you 
only use one at a time, and this 
is how I have mainly used it. 1 
find however that it can also be 


used very effectively with utility 
ROMs. The instructions say 
that you need to select the ROM 
and then press CTRL/BREAK 
but I find that if you are switch- 
ing between service ROMS then 
this is unnecessary and you only 
need to call the routine you 
want, You do have to press 
BREAK when changing from 
one language to another, 
however 

In summary, I have to declare 
that this is a very well built and 
designed product. It seems a 
little expensive but is certainly 
the Rolls Royce of such units, 
All of the design features 
contribute to its simplicity and 
it will be of very great use 10 
those who have a number of 
ROMS which they use occasion- 
ally but not enough to justify 
their taking space on the main 
board. 

There are no problems of 
overheating and none of the 
ROMs in the system 1 used 
interferes with any of the 
others. It can even be used with 
an internal ROM board and 
allows you to have up to 23 
ROMs attached to the BBC, 
with 16 in use at any one time. 

RS. 


Price: £39.95 
Publisher: Micro Pulse 


Address: Churchfield Rd, Frod- 
sham, Cheshire WA6 6RD 


Find those sprites! 

I was very interested in the TI 
program in HCW 10S about 
the use of CALL PEEK to 
detect a sprite coincidence. I 
was wondering if anyone 


knew about other uses of 
CALL PEEK without the 
memory expansion system. 
for finding which two, even 
28 sprites are the ones 
involved with the coin- 
cidence. 

In Tl Extended BASIC you 
can’t use character sets 15 or 
16 because the computer uses 
these memory locations to 
handle sprites, but if your 
program (in Extended 
BASIC) doesn't use any 
sprites then can you in any 
way access sets 1S and 16? 
T don’t have a memory 
expansion. 


Mark MeGurn, Cheshire 


Mum's the word 


This is the first time 1 have 
written to any magazine, but 
1 felt that I had to tell’ you 
how much I enjoy your 
magazine. I don’t think that 1 
am an average reader in that I 
am a little older and a mum 
(not a dad). 1 do find some 
articles assume that only dads 
and sons like computers. [am 
the proud owner of an 
Amstrad CPC464 and your 
articles in the main are easy 
for me to understand, 

My only problem purchase 
is the Camel Toolbox. | know 
it is me but I can't make the 
Amspiot work. It keeps 
saying out of screen range. 
Any help would be appreci 
ated. As for high scores I was 
well and truly hooked by 
Pyjamarama and have now 
scored 100%. Then 1 got 
Sorcery and have eight 
sorcerers and a score of 
69,000. 

1 was lucky enough to win 
Mikro-Gen’s new game in 
one of your competitions and 
I'm looking forward to play- 
ing it 


Pauline Hinton, Reading 


Sharing software 

At last! At long. last! 
Someone has realised that 
what is needed is an adaptor 
which will allow one 
computer (o use another's 
software. Iam of course 
talking of Memotech's 
Spectrum ROM. emulator, 
which allows the Memotech 
512, with the use of an 
options tape, to run 
Spectrum software. 

This is precisely what is 
needed for all those neglected 
Z80-A micros out there. 

It would also be nice to 
have cross CPU versions, i.e. 
6502: Oric, Ataris 6809: 
Dragon, Tandy; 9900: TI- 
99/48." What is needed for 
these is either a CPU 
language converter plus 
adaptor, or a BASIC 
language converter, e.g. 
Commodore to Orie, Dragon 
to Orie, etc 

For ‘months I've been 
thinking: Why don’t the soft- 
hardware producers come up 


Play it again, Sam 
I was pleased to see the new 
look HCW, which now rates 
as one of the best weekly 
magazines. Most magazine 
n_be measured for quality 
by how long they hold your 
attention. Several last a few 
minutes — HCW lasts for 
hours. 

One thing 1 would like to 
see is a section where readers 
write in with games they 
‘would like to see reviewed 
again. So often I've missed a 
review of a game I'd thought 
of buying, and ended up not 
getting the game for fear of it 
being a turkey. This ii 
especially relevant when 
games are being sold at cut 
prices. 

‘Of course a section like this 


-EIIER 


with an adaptor, which will 
enable me to use Spectrum 
‘ams on my Oric or 


this would also be 
an_ advantage for software 
writers, although the last 
thing I want is Ories to sun 
Spectrum ROM, because dif- 
ferent ROMs have different 

vantages. 1 also don’t want 
creativity of software writers 
dampened by limiting them 
to one computer system. I 
think that what will be best is 
a computer-type interface 
which converts one type of 
system software to another, 
using the receiving 
computer's abilities to its 
fullest, i.e. Spectrum 
cl h need to be 
ich time they are 
sed. When the program is 
used on, say a Sord, it can be 
replaced with sprit 

Thank you very much, 
Memotech for solving @ 
widely felt problem, 


Ronald James, Streatham 


would be rather like repeats 
on television — but far more 
beneficial to your readers, Or 
naybe you could unearth all 
your reviews from old issues 
and get them into a book 
the HCW Buyer's Guide to 
games and software. 

For starters, what do you 
think of US Gold’s C64 
version of Spitfire Ace for 
£6,95? 

Andy Clarke, Baddesley, 
Ensor 


We're interested in taking up 
your idea, Andy, but we 
would only feature highlights 
of the review. It’s up to you, 
readers, 10 let us know which 
game reviews you would like 
to see again. Write to our 
readers page. 


HOME COMPUTING WEEKLY CLASSIFIED 


01-437 0699 
IEXT 322. 


Send your requirements to: 
David Horne 
ASP LTD. 

1 Golden Square, 
London WIR 3AB 


Lineage: 


35p per word | 


Semi display: £7.10 per single column centimetre 
Ring for information on series bookings discounts. 


All advertisements in this section must be prepaid. 
Advertisements are accepted subject t0 the terms and 
conditions printed on the advertisement rate card (available on request). 


Computer Desks 


THE NEW ‘FOREST’ RANGE OF CABINETS 
A new range of computer cabinets, made by our 
own craftsmen, designed especially for your home 
computer system. 

Send SAE for leaflet and price list 


NEW FOREST CABINET MAKERS LTD 
85, Derby Road, East Leigh, Hampshire SOS NW3 


To hire a computer from Spectrum 
48K upwards, please phone or write | | » 
to Business & Computer Services 

294a, Caledonian Rd., London Ni | | Psy * 
IBA’ Tel, 01 607 0187 {osoe site CHEWY De 


WD Software 
i ag For the QL:— 


For the 48K Spectrum:— 


DUST DAMAGES COMPUTERS 


Jersey Quest 


ORIC, ATMOS, 
commonore 64, Lyx | | Caras voc cams nis 
Lieber oo we 


WD Software, Hilltop, St Mary, Jersey, C.1. 
Tel (0534) 81392 


ONE DAY ALL 
THIS SPACE 
COULD BE YOURS 
PHONE DAVE 
01 437 0699 ex322 


Spectrum tape library games, 7 
utilities, for details S.A.E. ‘Soft by | ] WSiwex Rio daz <2 SIMTRGN 
Post’ 14, Blakeley Avenue, Wolver i iescacasemidtad 


hampton. Free membership. 


— wn a covoue tw — | 


Spectrum - Orie - Atmos - QL | | BBC B/Elec 
Software Library 


"AND the resul 

‘Also, POOLSTER (16K 2X8) 0 

INAIGRAM SOFTWARE, Scho Synth Hie, 
Te. Soho Sq, London WIV 38 


At last a Children’s Sofi 
for the Commodo: 
Computer basic math can now be 


on/Dragon software 
library — Membership £5.00. 


Softwa 


FREE MEMBERSHIP 
TEL FOR DETAUS TO: Tapes 1 (+30p P&P). Stamp for | sprained. from SNOOPY SOFT. | Webebbbbeka 
HIRE SOFT, 113 BROOMFIELD RO. details. E. Tucker, (H) 58, Blen- | WARE for only £3.90. We pay Post 
MARSH, RUDDERSEIELO tstate micro) J | heim Walk, Corby, Northants. and Packing. Send you cheque or | Lapwing interactive text adventure 


able to Mr A Powell, | for 48K Spectrum. £3.95 from 


Nationwide a aan Mica Sumac; | Kenny Brown, 2 Brinsley Road 
Shops and Rd., Commercial Way, Peckham, | Sheldon, Birmingham B26 2SU 


London SEIS $RJ 
TI-99/4A 
Software 


COMMODORE 
C16 


CASSETTE HIRE 

AT LAST? ALL THE 
AVAILAWEE FOR THE C 
BE HIRED FROM 


DABSOFT 
LIBRARY CONSTANTLY UPDATED 
AS NEW CAMIES BECOME 
AVAILABLE: MEMBERSHIP TLE OF 
Pe MINCLUDES 12 FREE RENTALS 
‘ONL PRICE FOR ANY GAME 
CHARGE OF CLS INC PRP 
ROTH WAYS, FOR COMPLETE 

MENIIE 


PASS YOUR “A™LEVEL PHYSICS! 
socal offer Bes aches sik 


TI-99/4A, TI Basic programs. — 
1. Personal bank account file. Tape 
based utility — £3.00, 


HOME IN ON CLASSIFIED [ERE eGR 
SEND PIDGEON OR 3. Programs 1 & 2 on One tape — 
PHONE DAVE ON 30. 
01 437 0699 ex322 


Tel: O782 636911 
Official Acorn computer 
dealer and BBC service and 
Information centre 


HP RIT POST CHEQUE OR 


DABSOFT 
TVESSHUE ME sito tke 
Wau ae 


ques, PO's to A + JS, 92, 
Marshfield Way, Bath BAL 6HQ 


herein belong wo Argus 


TOSS Argus SSNO2#1-4991 


Page 44. HOME COMPUTING WEEKLY 7 May 1985 


TI-99/4A: 


BBC SPECTRUM 

* BBC Brena 

SUREDATA (HCW), Computer Service, 

45 Wochmood Avenue, Eagemare, Midd. 
Tek 01-981 01a 


REPAIRS 


eda Software. So Wells 
astingden, Lancashire BBA SL 


Unexpanded TI-99/4A games, 1wo 
on each tape for £2.95, Timeriders, 


i CHILTERN COMPUTER CENTRE 


‘Sandown 
Lanes 


Road, Haslingden 


Repairs ‘n’ 
Spares 
Register 


HEMEL COMPUTE 
CENTRE LTD, 


For fast reliable repair service 
of your SPECTRUM, BBC 
DRAGON, ATARI and 
COMMODORE computers. e. 
Send your 16/48K Spectrum to 
us and we will repair and return 
it for £20 + £1,60 p&p. 
Hemel Computer Centre Ltd 
. Hemel Hempstea 
is HPI 3AF. 
Tel: 0442 212436 


SINCLAIR 
COMPUTER REPAIRS 


COMPU 
imbolton Roa 


SPECTRUMS EXPERTLY REPA\ 
AND FULLY GUARANTEED 
VOR Six Montis 


Hectromi. 
‘he Laurea, Wendling. 
Nias N7 tek 


MEMORY 
Xk 
XK System Factory i 


FAST COMPUTER REPAIRS 


= VIDEO VAULT INTERNATIONAL = 
10* REPAIR SERVICEFN 


Ws occtrumsrepairedior £19.95 inc. Parts, Insurance andP&PNoHidden Extras, Mill 
HE BBC. Commodore 64, Vie 20, Atar Quoted for. - 
‘Are you fed up wth waiting weeks for your Home Compute tobe repaired! uy 
WH Why nor try the Experts, we offer a fal repair service on any Home Computer 
Allepairs cary a fill3 months gua 
se worth £5.95 fo 


3 Months written guarantee on all epatre 
fernationsl repair compam 

Ail computers sent by mail order turned around in 24 hrs. 
Most Spectrams repaired within 45 minutes 


(OK EIRETO.M'Cl) or £8.50 (Europe Scandinavia) we wil contact you the | 


THADE ENQUIRIES MOST WELCOME. "ACCESS WLLCOMED ES Bg 
VIDEO VAULTLTD DEPT Ri6 THE LOGICAL CHOICE 


Telephone: Glossop (STD 04574) 66535, 
140 High St. West, Glossop, Derbyshire, Engl 


Commodore repairs. By Commo: 
dore approved engineers. Repair 
prices — VIC-20 modulators £6.50, 
VIC-20 from £14.50, CBM 64 from 
£18.00, C2N from £7.00, printers, 
disk, ete, For more details write of 
tel. G.C. Bunce & Son. 36 Burling: 
ton Road, Burnham, Bucks SLI 
7BQ. Tel: (06286) 61696. 


NEW SOFTWARE 
PURCHASED FOR CASH 
Enh 


THE COMPUTER HOSPITAL 


Invicta House, Station Road, 
Keyingham, Hull, HUI2 987, 


Tel 09644 3384 24 Hrs Ans 


COMPUTER REPAIRS 
IN SOUTHEND 
SPECTRUM, BBC, ELECTRON, 
CBM 64, VIC-20 
MINNIE MICRO ELECTRONICS 
12 Eastern Esplanade, Southend 
Tel: 0702 62033/618809 
Open 7 days a week 


ved lin 
Any computer, Phone D454 35606 after 
“30pm or quick decison 


CLASSIFIED ADVERTISEMENT 


PREFERRED CLASSIFICATION 


Advertise nationally for only 35p per word 
{minimum charge 15 words). 

Simply print your message in the coupon and 
send with your cheque or postal order made 
payable to Argus Specialist Publications Ltd to: 


CLASSIFIED DEPT., HOME COMPUTING WEEKLY. 
1 Golden Square, London WIR 3AB 
Tel: 01-437 0699. 


Please place my advert in Home Computing Weekly for 
Please indicate number of insertions required. 


weeks. 
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Your jokes 
Have you heard about the 
squashed chocolate bar in the 
middle of the road? 
It was a careless Wispa. 
Hilary Buswell, Slough 


Two eggs sitting in a pan of 
boiling hot water, One says to 
the other: “Cor blimey, it’s hot 
in here!"” The other egg repli 

Just wait till you get outsi 
they smash your head in! 


Wendy Palmer, Croydon 


What do you call a boomerang 
that doesn't come back? 

A stick, 

Kerry Fowler, Camberwell 


What's green and red and spins 


round at 60 mph’ 
A frog in a liqui 


Pete Foote, Guernsey 


er. 


Two cowboys were playing 
cowboys and Indians. Which 
one was the cowboy? 
Neither, they were both 
redskins. 


Nick Collett, Manchester 


What do you call a Chinese 
woman with a food mixer on 
her head? 

Blenda 


Nicole Segrey, London 


What do glow worms eat? 
Light meals 

What do sheep and ink have in 
common? 

They both live in pens. 

What is the longest word in the 
English dictionary? 

Smiles (there's a mile between 
the first and last letters). 

The sky is full of holes 

That's where rain comes in 
The holes are very small 
‘That's why rain is thin. 


Rogues gallery 


=| 


Carolyn Bel did 
wonders at 
Chucky 


Readers’ hi-score table 


Jonathan Osborn 
scores on Castle Quest 


Game 


Machine Score 


Helpline 

Andrew Russell, of 19 Eve 
Gardens, Washingborough, 
Lincoln LN4 1QU. wants: to 
know about software or books 
which would help ‘him to 
Program in machine code. He 
also wants to know how to get 
the golden cagle in Eureka, 

D Briggs of 145 Queen St, 
Retford, Notts DN22 2DA, has 
compiled a detciled list of books 
available for the TI-99/4A 
Contact him for details, 
Garey Baker, of 27 Clayburn| 
Ins, Jekendon, Essex 
RMIS GAT, wants to know 
where he Gan get hold of 
software and Peripherals for his 
Aquarius. He’s looking for a 
mini expander and an interest- 
ing game. 


Wright, of 1 Mill 
Willaston, S_ Wirral, 
L64 2TE would like 10 | 
hear from Electron users who 
are interested in the machine, 
Lee Goddard, of 45 Bamford J 
Northwingfield, Chester- 
field, Derbyshire SK2 SIR 
needs help on Dennis through 
the Drinking Glass. He can’t 
Work it out. He's also stucl 
ork it so stuck on 
Kevin Fourie, of 16 Sheare 
Rd, Ladysmith, Natal, 3370 8 
Africa’ wants penfriends 
owns a Spectrum and is 
interested in adventures, 


peices Beyd, SwleKenhors K J Macaulay Munchmobile TI-99/4A 256,330 Ke 
What's the difference between a | | Martin Cotton Sord MS 12,290 cio Tn Giant oF 58 Rye- 
ZX81 and a cardboard box? Jonathan Osborne Castle Quest BBC 2,090 Hombertie Withernsea, °N 
A ZXBI has wires cor Yvonne West. Impossible Mission C64 19,203 LX is a 
AOE OU ir 15-year-old T1-99/4A, 
of the back. Neil Alldrit, ie Ar Kung Fu MSX 1,734,300 who would ere eas ne 
Simon Forth, Brough Carolyn Bel Chucky Egg Spectrum $58,900 TI owners to swap ideas. He 
Dean Moxon Buck Rogers TI-99/4A 439,310 owns the basic machine’ fac 
¢ se weak’s Brian Peacock Fairground BBC 432,590 cassettes, books ani ene 
lution to last we" Alan Peacock Spaceguard BBC 49,350 lan Longdon, of 9 Mead 
| solu’ varie Stephen Foy Pitfall I Cot 92,624 Close, Wolvey, Hinckley, Lelee 
Pi Lee Caller Defender Atari 5,094,450 LEIO' SLW San atchlcy, Leics 
answer i540. ed from Simon Robinson Buck Rogers T1-99/4A 292,194 Simon's BASIC tian cey 
Teach number is FOR ig. Neil Swife Jungle Hunt TI-99/4A 14,870 to get in te would like 
pesto numbers BON ch rsh iN to get in touch with others to 
f Multiply the Oe 4 then! Craig Newman Pole Position C64 65.350 tes and ideas. 
ke umes togettier Simon Forth Beamrider C64 «6,420 | 


eact 
yma the two answers LORE and 
Sa and 16 + 
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~ Can you solve the mystery of 


ASHER SRO f 


featuring the unique new WALK-THRU GRAPHICS SYSTEM 


@ Keyboard or 
wes Kempston joystick 
compatible 
@ 48K Spectrum/ 
Spectrum Plus 
out now 


" @ Amstrad version 
out in May 


@ Cassette £5.95 
Disk £8.95 


4 
< 


Available from good software stockists everywhere, or direct from: 
MIRRORSOFT, Mirror Group Newspapers Ltd, Holborn Circus, London EC1P 1DQ. 
Tel: 01-822 3800 or 01-822 3580 


Agree 
— fromA 


Our intrepid hero"Hen House Harry" of 

‘Chuckle Egg" fame has been called in to 

help @ “Chocolate Egg” manufacturer sort 

omated factory, which has gone 

e. Harry, using all the skillshe acquired 

In the Hen House must get the 
Industry moving 


| that go Inside he eggs 
| As ial these problema were not 


the task. Things like 
‘of girders, keys and 


{99 2 contains 120 screens, pl 
08, and itis atrue Arcade /Advent 


Great games.Great ideas. 


AVAILABLE FROM GOOD COMPUTER STORES A&F Software, Unit 8, Canal Side Industrial Estate, 


“@ap) 86" QO ALSO AVAILABLE DIRECT FROM A&F_ Woodbine Street East, Rochdale, Lancs OL16 SLB. 
Telephone: 0706 341111 


